

























About Photosensitive Seizures 

A very small percentage of people may experience a secure when exposed to certain visual 
images, Including flashing lights or patterns that may appear in video games. Even people who 
have no history of seizures o' epilepsy may have an undiagnosed condition that can cause these 
"photosensitive epileptic seizures ,f while watching, videogames. 

These seizures may have a variety of symptoms, including light headedness, altered vision, eye 
or face twitching, jerking or shaking of arms or legs, disorientation, confusion, or momentary loss 
of awareness. Seizures may also cause loss of consciousness or convulsions that can lead to 
injur/from falling down or striking nearby objects. 

Immediately stop playing and consult a doctor if you experience any of these symptoms. Parents 
should watch for or ask their children about the above symptoms — children and teenagers are 
more likely than adults to experience these seizures. 

The risk of photosensitive epileptic seizures may be reduced by sitting farther from the television 
screening a smaller television screen, playing in a well-lit room, and not playing when you are 
drowsy or fatigued. 

If you or any of your relatives have a history of seizures or epilepsy, consult a doctor before playing. 

Other Important Health and Safety Information The Xtiox Instruction Manual contains important 
health and safety information that you should read and understand before using this software. 


Avoid Damage to Your Television 

Do not use with certain televisions. Some televisions, especially fronf-or rear-projection types, 
can be damaged if any video games, including Xbox games, are played on them. Static images 
presented during the normal course of gameplay may "burn in” to the screen, causing a 
permanent shadow of the static image to appear at all times, even when video games are not 
being played. Similar damage may occur from static images created when placing a video garm 
on hold or pause. Consult your television owner’s manual to determine if video games can be 
played safely on your set. If you are unable to find this information in the owner 5 s manual, 
contact your television dealer or the manufacturer to determine if video games can be played 
safely on your set. 

Unauthorized copying, reverse engineering, transmission, public performance, rental, pay for play, 
or c rcumvention of copy protection is strictly prohibited. 
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Getting Started -. = 

Xbox Live™ 

Take Dead or Alive 2 Ultimate Beyond the Box 

Xbox /.we™ is a high-speed or broadband Internet gaming community where you can 
create a permanent gamer identity, set up a friends list with other players, see when 
they're online, and receive invitations to play games. For games with multiplayer mode, 
invite your friends to play, and talk to them in real-time as you play. For games with 
downloadable content, download new levels, missions, weapons, vehicles, and more to 
your Xbox® console. 

Connecting 

Before you can use Xbox Live™, you need to connect your Xbox® console to a high-speed 
or broadband internet connection and sign up for the Xbox Live™ service. To determine if 
Xbox Live ™ is available in your region and for information about connecting to Xbox 
Live™, see www.xbox.com/connect. 

Home Theater Systems / Dolby Digital 5.lch 

Dead or Alive © Ultimate supports Dolby Digital 5.1 ch home theater systems. Dolby Digital 
5,1 ch output requires a compatible Dolby Digital 5.1 ch system, including an optical cable, 
and either an Xbox® Advanced AV Pack or the Xbox® High Definition AV Pack. (Dolby 
Digital 5.1 ch equipment is sold separately.) 

HDTV / Progressive Scan 4BOp 

Dead or Alive ® Ultimate supports advanced HDTV technology, and the progressive display 
format of 480p, which requires a compatible television and an Xbox® High Definition AV 
Pack. (HDTV equipment is sold separately.) 
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Prologue 


- Disaster of Tengu at the End of the Century - 

A great leader was killed at the end of the 20th century. His name was Fame Douglas, 
and he was renowned as the sponsor of the legendary Dead or Alive World Combat 
Championship. Since his death—and in the absence of his charisma and leadership, the 
world has become chaotic. Yet something appears to be happening. Amid this chaos, it is 
announced that "Dead or Alive Championship 2” will be held. However, Douglas' passing 
has taken with it the purpose and significance of the tournament. Even worse, the promoter 
of "Dead or Alive Championship 2, 51 who is fond of conflicts and jealous of the strong, is 
responsible for Douglas's death, The new promoter is more than just a corrupt mastermind, 
but a man of pure evil. His involvement in the tournament has brought a sense of terror to 
the world, resulting in the infamous Tengu Disaster that occurred at the end of the 20th 
century. The climax of the disaster is about to begin with a roaring battle, 


Thank you for purchasing "Dead of Alivo* Ultimate" software for the Xbox® Video Game System from 
Microsoft. In order to get the most out of the game, please read this game manual thoroughly before playing. 


Dead or Alive'-'' 2 Ultimate supports Dolby Digital 5.1 ch. Dolby Digital 5.1 ch output requires a compatible 
system including speakers and either an Xbox® Advanced AV Pack or an Xbox® High Definition AV Pack, both 
ot which are sold separately 

Dead or Alive®' 2 Ultimate supports the progressive display format (4BQp), which requires a compatible 
television and an Xbox® High Definition AV Pack (sold separately), 


3 





Dead or Alive ® 2 Ultimate is designed for use by one to four players. This section describes basic 
controller operations, based on the DEFAULT controller type when the character is facing right. 


Left Trigger 

August She Spectator Gamam 


Right trigger 3 + 0 

Free + Kick 



BACK button 


selections., return to 
the previous screen. 


START button 

Conlirm menus 
selections, pause 
the game. 


■Controlling characters, 
Confirm menu 
sefecttons. 


Controlling characters, 
adjust the Spectator 
Camera. 


Controlling characters 

X button © 

Free {Hold and Ouard) 

Controlling characters 

B button © 

Kick 

Controlling characters, cancel 
menu selections, 

A button Q+Q 

Throw 

Controlling characters, confirm 
menu selections. 

Black button © + + © 

Controlling characters, swllch 
between characters In Tag-Team 
mode. 


White button 
Punch + Kick 

Controlling characters 


+ © 


Game Reset 

You can perform a soft reset and return to the title screen by holding down the START and 
BACK buttons for three seconds. 


Dead or Alive 0 Ultimate on the Xbox® Video Game System 
Button Controls 

Represents the X button in the Game. Likewise, © represents the Y button and © 
represents the B button. 


* For 2 or more players on one Xbox® Video Game System you will need additional Xbox® 
controllers, 

* Select the Controller Settings in the Option mode to switch the Vibration function on/off. 

* Basic Controls use the DEFAULT button assignments. Select the Controller Settings in the 
Option mode to customize button assignments. 


Starting the Game 


Game Mode Select 

Press the START button at the Title screen to enter the Game 
Mode selection screen. Use the directional pad to pick a Game 
Mode and press the START or A button to confirm the selection. 

Character Select 

Use the directional pad to select a character and press the 
START or A button to confirm. Each Dead or Alive ® character 
has unique costumes. After a character selection has been 
confirmed, use the directional pad to select the character’s 
costume and press the Start or A button to confirm the 
costume selection, 

• Each characters has a different number of costumes. 


Rules 

1. Criteria for Victory in Battle 

The regulations specified below are prerequisite conditions to advance to the next round in 
one battle. The player that wins the predetermined number of rounds wins the battle and 
advances to take on another challenge. 

* KNOCK OUT (KO) When a fighter’s health level reaches zero, 

* TIME UP When the countdown timer reaches zero. 

(The fighter whose health is greater wins the set.) 

2. Criteria for Draws and Sudden Deaths 

A DRAW occurs when both fighters have the same amount of health remaining at TIME UR or 
in the event of a DOUBLE KO, in which both fighters achieve a KO at the same time. A SUD¬ 
DEN DEATH set is created, if, at the same time, both fighters win the number of sets required 
for victory. The champion of the SUDDEN DEATH set is declared the winner of the battle. 

3. Continue 

Press the START or A button at the Game Over countdown screen to confirm another challenge, 
If the game is set to Default Settings, you cannot change characters before the next fight 
begins. 



















Set count 



This represents how many rounds you must fight to win. When you win a round, one dot 
wilf be highlighted. When you win the entire battle, all dots will be highlighted. 



Time 

This represents how much time is remaining in the round, when the countdown timer 
reaches Zero, the fighter with the most health remaining on his or her life gauge wins. 


Life gauge 

A player is defeated if his or her life gauge drops to Zero. 


Time Set count 


Life gauge 


About the menu during game pause 

Pressing the START button during a game pauses IIle game. A menu surmi will be displayed, 


CONTINUE: 


Closes the menu and continues the game. 


COMMAND LIST: 


Displays the command list tor the character. 


CHAR ACT E R S ELECT: Ends the gam e a n d returns to Characte r Se lect scree n. 


Ends the game and returns to the title screen. 


Victory icons 

After two player battles, special Victory Icons appear, tf you win several consecutive two 
player battles, the number of Victory Icons will increase and the shape of the icons wifi 
change at the following milestones; 1,5, and 10 consecutive wins. Watch carefully, differ 
ent characters have special and unique Victory Icons. 


Basic Operations 

This section explains common movements used by all characters. Refer to the 
Basic Controls on Page 4 for details on the directional pad and individual buttons. 

| Review the individual character pages, beginning on Page 25, for moves unique to 
each character. The following movements assume the character is facing right. 

Character Movements 

*=> indicates a short press of the directional pad, while the + indicates a Jong press. 






— Standing guard 


Crouching guard 


Guarding 


Attacks can be made high, in the middle, or low. To guard against high and middle attacks, 
use ^ on the directional pad. To guard against low attacks 7 use tf. It is also possible to 
guard using the F button. You can guard against high attacks by crouching and low 
attacks by jumping. 


a 
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Free Steps 


Throws 


^ Background movement ^ Foreground movement 


Free Steps let players freely move their character around the 3D environments of D0A, 

To move a character using a Free Step, use the Directional pad to move the character into 
the Foreground and Background, Free Steps are important to learn if you want to take 
advantage of the multi-tiered stages and interactive elements in the world of D0A> 

Strikes 


Punch © Kick 



Each character has unique Strike moves. By combining these moves with the Directional 
pad, you will be able to execute various attacks. 

Types of attacks 

Middle attack; Hits both standing and crouching opponents 

Low attack: _ Hits both standing and crouching opponents 

Super High attack; Hits standing opponents, no guarding 

Critical Combos 

When your opponent staggers, you have an opportunity for a series of attacks. String your 
strikes together in the right combination to cause maximum damage. 


©cD 3 Ordinary throw Low throw 



When close to your opponent, you can use the + © buttons to throw him or her. 
Different characters have their own special throws. Use the directional pad in combination 
with the + © buttons to execute more powerful throws. 


Evade Throw 


Evading Ordinary throws 
(Well-timed) Backward dash 


Ordinary throws can be evaded by pressing the + ©buttons the instant you’re 
thrown. Some characters will throw again soon after the first throw. Well-timed use of the 
+ ©buttons will enable you to evade that throw. 


s 

















ij" O g Down attack | ^ or ^ Follow-up attack 


Down Attacks 


Holds 


By properly timing the entry of your command against the strikes of your opponent, you 
can fend off his or her attacks and launch a counterattack. Be aware, however, that the 
method of entering the Hold command differs depending on the type of strike. 


When a character is knocked down, you can execute a Follow-up attack. Use Q or © button 
for the follow-up attack, depending on the character. In addition to Followup attacks, some 
characters have a special Down attacks, which they can use on a grounded opponent. 

Down attack 

Down attack causes the opponent a bigger damage, but it also gives the opponent a 
bigger chance to attack while you are trying to use the attack. 


Use the directional pad 
to get up after being 
knocked down. Some 
characters also have 
special attacks that 
can be used while 
getting up. 


Press button several 

times in succession 

Get up quickly at your 
present location 

Press button several 

. times in succession 

Roll toward the 
hackoround and net uo 

Press ^■tt 1 ©button several 
times in succession 

Roll toward the 
foreground and get up 

[While getting up, press button 
several times in succession 

Rising middle kick 

Press button several 

times in succession 

h__-________ 

Rising low kick 


(Against a high attack) 

© 

High hold 

(Against a middle punch) <J=i © 

Middle punch hold 

(Against a middle kick) 


Middle kick hold 

(Against a low attack} 


Low hold 


Critical Hold 

When you receive hits as a counter, you may be forced into "critical status," during which 
time ymi’fl be unable to guard yourself or attack. Critical Hold will relieve you from critical 
status, providing a chance to recover from an unwanted situation. 






























Dead or Alive ® 2 Ultimate features twelve Game Modes. 


Story Mode 

In Story Mode you fight to learn the true story behind each Dead or Alive character, and 
the secrets hidden in the world of E)0A. If your player is defeated, the Game Over screen 
will appear. There is no limit to the number of times Story Mode can be continued. (1 player) 


Time Attack Mode 

Time Attack Mode is about non-stop action, your score is calculated by the time it takes you 
to clear the game. Time Attack Mode is only played using the default difficulty settings and 
number of rounds. If your total time qualifies for the Top 10 in Time Attack mode, you can 
record your score. {1 player) 
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Versus Mode 

Versus Mode allows players to fight against each other in a Single Battle or Tag Battle. 
There is no limit to the number of matches that can be played. (2 - 4 players) 

At the end of each battle the following options will be displayed: 

AG A! N: Repeats the battle u nder the same s etti n g. 

CHARACTER SELECT: Return to Character Select screen. 

QUIT: Return to the title screen. 
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Tag Battle Mode 

Form a Tag-Team and fight two-on-two with up to 4 players in Tag Battle Mode. Players 
can join in the battle by selecting his or her character. Two of the same character may not 
appear on one Tag-Team. Learn which fighters have strong alliances to pull off stunning 
Tag-Team combos, which are unique to the pairing of certain characters. (1-4 players) 

* To play, each player must have their own Xbox® controller, which are sold separately. 

■ A fag team can be controlled by 1 or 2 players. 

Four-Flayer Simultaneous Play 

Four players can enjoy tag-team battles simultaneously. The combination of 
team members is the key to victory in four-player simultaneous play. 

* The number of potential players depends on the number of Controllers connected to the 
controller ports. You’ll need one controller per player. 

* A maximum of four Controllers will he required. 

Rules 

Knock out both opponents to win. 

Tag Change 

1. + © + © Tag Change 

Press +©+© during a bout to switch a character In battle with a tag partner. 
Characters not engaged in combat wilt gradually recover their health. When a character 
has already been knocked out, he or she cannot be used again. 
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(Move towards enemy) 
(Move towards enemy) 


Tag comho 


Tag Combos 

When your opponent is not attacking or in critical status, you can perform a quick tag 
change. Practice this skill, and your team will function as a powerful unit. 


In Tag Battle mode only, two characters can execute tag combos together. These may be 
initiated by either character. The moves available depend on the character combination. 
Once a character has been knocked out, you can no longer use tag combos. 

• Some character combinations have their own special tag combos. 


Survival Mode 

The goal is to take on minimum damage while earning maximum points. Use one life 
against an onslaught of computer controlled opponents until your health is completely 
depleted. After each battle you win, some of your health will be restored. Focus on the 
moves that earn the most points and learn the best techniques to use against each 
character If your final score qualifies for the Top 10 in Survival Mode, you can record your 
score. (1 player) 

* You cannot Continue in this mode. 

* The game will finish at Time op or in the event of a Draw, 


r 
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5000 points 
Carrot 


Minimum health recovery 
20,000 points if health is at MAX 
e.g. Strawberry 


10,000 points 
Lipstick 


Medium health recovery 
30,000 points if health is at MAX 
e.g. Melon 


20,000 points 
Moneybag 


Maximum health recovery 
50,000 points if health is at MAX 
e.g. Cherry blossom 


Different health recovery item is assigned to each character. 

Items appear when you knock out an enemy or launch a follow-up attack on an opponent 
who is down. Obtain items to restore health and accumulate points. There are several 
types of items, each with their own effect. Items disappear after a fixed period of time. 


Danger Reach 

If you set off a danger explosion during a game, in addition to earning 3,000 points, yon 
will enter bonus time known as Danger Reach. During Danger Reach, you can increase 
your score significantly, by earning double the normal points for items or earning extra 
points for strikes and throws, Set off another danger explosion while you are in Danger 
Reach to continue Danger Reach status. Your ability to maintain Danger Reach will be a 
major factor in achieving high scores, 

■ There are many other ways to earn points, such as time bonuses and appeal bonuses. 
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Team Battle Mode 

Select multiple characters and battle in Teams of up to 7 fighters in a Tournament format. 
(1 - 2 players) 

Sparring Mode 

This mode allows you to learn the basic systems and techniques of the game, and to 
practice moves freely. Use it for training for real battles by practicing holds and developing 
original mid-air combos, 

* There are no KO s, You can continue training until you exit the mode. 

* Press the START button on the practice screen for the Menu that allows you to change 
settings such as the behavior patterns of the COM, Use the directional pad to move the 
cursor and to select and change settings. 

Sparring Mode Menu 


CONTINUE: 

Closes the menu and resumes sparring 

COM 1st ACTION: 

Sets the action of the computer character 

COM 2nd ACTION: 

Sets the action of the computer character after it has been attacked 

COUNTER: 

Configures the counter setting 

EXERCISE; 

Enables you to practice move commands. 

COMMAND LIST: 

Displays the command list 

RESET POSITION: 

Returns the character to its initial position 

CHARACTER SELECT: 

Returns to Character Select screen. 

QUIT: 

Ends sparring and returns to the title screen 


Watch Mode 

Watch Mode lets you to pick 2 - 4 computer controlled fighters and select a stage for a 
Single Battle or Tag Battle. There is no time limit to the matches and the characters have 
no life gauge. If you want to change characters or adjust the camera, Pause the game by 
pressing the START button and adjust the options. To return to the Game Mode select 
screen, Pause the game and select Quit 
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User Profile System (UPS) Mode 

Keep track of your DOA PROFILE with the USER PROFILE SYSTEM. 

View Profile 
Edit Profile 
Load Profile 
Create Mew Profile 
Export Profile 
Import Profile 

Battle Record Mode 

Record and watch saved replays of your favorite battles anytime. 

Pause, Rewind, and take control of the Camera to get the 
best view of the action. 

Settings Mode 
Change game settings, battle options, and customize the game to fit your style. 

Ranking Mode 

Displays the various rankings of Time Attack Mode and Survival Mode. 


Time Attack Ranking: 

Displays the ranking of Time Attack Mode. 

Survival Ranking: 

Displays the ranking of Survival Mode. 

Character Ranking: 

Displays rankings for each character used in each mode. 


Option 

Select OPTIONS from the Game Mode select screen to adjust game settings. 

Game Settings 

These settings control the difficulty of the game and rules. Settings can be adjusted for each 
mode. 


Difficulty: 

Sets the skill levels (degree of difficulty) of computer opponents 

Match Point: 

Sets the number of rounds one must win to clear a stage 

Life Gauge: 

Sets the amount of health 

Round Time: 

Sets the amount of time for a single round 

Default: 

Restores default settings 



• The items that can be configured differ by Game Mode. 


AUDIO 

Settings for game sound 


Music Volume: 

Sets the volume of the background music during the game 

S.E. Volume: 

Sets the volume of SE (Sound Effects) during the game 

Voice Volume: 

Sets the volume of character voices 

Sound Test: 

Sound test ef Background Music during the game 

CONTROLLER 

Used to customize Controllers, Functions can be assigned freely for each button 

Button Config.: 

Configures the functionality of each button on the controller 

Vibration: 

Used to turn vibration on/off 

Analog Command: 

Enables/disables the button's analog input 

LANGUAGE 

These are the language settings for use in the game. 

Menus: 

Sets the language for menus 

Subtitles: 

Sets the subtitle language for use in the game 


VIDEO 


These are the general settings for the screen. 

Gamma: 

Sets the gamma value 

Brightness: 

Sets the brightness 

Contrast: 

Sets the contrast 


WARNING 

Displays information on the Dead or Alive® Ultimate software. 


EXIT 

Exits the Option screen and returns to the Game Mode Select screen. 
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The evolution of The Dead or Alive World Combat 
Championship has arrived... 


YOUR XBOX LIVE™ ACCOUNT 

To usfl the DOA Online Game Mode you need to have an aclive Xbox Live™ account (your account name is commonly 
referred to as your GAMERIAGl and sign-in lo the Xtrox Wise™ service by connecting your XbQK™ id a high-speed or 
broatJuajid internet connection. 


THE XBOX COMMUNICATORS HEADSET 



To take lull advantage of the DOA Qnl ne experience and participate in the Virtual Arcade you will 
need the Xbox Communicator™ headscl, which rs sold as part of Kbox Live ™ packages, or 
sold separately. The Communicator™ lets you get in the middle of the action as an active DOA 
Online player or Spectator. Both active DOA Online players and Spectators can cheer on other 
DOA players and Spectators, or ttf« iraah with their opponents. Always be respectful of 
others. Follow the Xbox Live™ Terms of Use and Cedes of Conduct. Keep in mind that you 
agree to abide by Ibom every time you sign-in to Xbox Live™. 


SIGN-IN LINKING YOUR DOA PROFILE TO YOUR GAMERTAG 

This is the official loo in screen to sign-in to Xbox Live™ and Ihe wnrld of DOA Online. If yau'ro stoning in tor the first time, 
Create a new DOA PROFILE and link it to your Xbo>: Live™ account. {You can link only one Xbox Live™ account per DOA 
PROFILE and it uses 14 Blocks of Memory on the hard disk of your Xbox®,) II this is your first time using Xbox Live™ you will 
be prompted to set-up an account. Follow tbe proper steps to create an Xhox Live™ account aid return to this screen. 


MODE SELECT 

WELCOME TO THE VIRTUAL ARCADE 


ONLINE MENU 

This Is hie official login screen tn sign-in to Xbox Live™ and toe world of DOA Online. The DOA PROFILE you created will 
automatically to finked to the Xbox lire™ account you specified. Confirm your DOA Profile and Xhcx Liv $ m account 
(GAMERTAG) to enter DOA Online, the world's first Virtual Arcade created tor Dead or Alive, the world's first online 3D fighting 
game, Get ready Ic light] 

If this is your first time using Xbox Use™ you will be prompted to set-up an account. Follow the steps to create an Xbox 
Live™ account and DOA PROFILE and return to this screen, 

QUICK MATCH 

>' The Quick Match feature automatically selects a battle based an optimal conditions for you and toe Xbox Live ™ 

' ■ network. Select Quick Match and you'll be fighting online against oilier DOA players in sectnds. 


OFTTIVIATGH 



Are you ready to get the most out of your DDA Online experience? You set the parameters and hand-pick toe fights 
you warn to artier in Dptimafch. Increase your World Ranking by playing against other fighters who share Ihe same 
skills or rise to the challenge and take on more advanced DOA players. Search tor a Lobby and join the fight] 


CREATE MATCH 

Ever wanted to organize yuur own Dead or Alive World Combat Tournament? You set the rules by selecting the 
parameters tor each round and battle. Create your own Lobby and send Invites to friends wbo are currently coline 
and challenge other online DOA players in sessions you design and Host. As a Host, customize the fight by setting 
the rules, you can ever change the rules in-between fights to keep everyone on top ot their game, 

MENU 

SESSION NAME NAME THE LOBBY FOR PLAYEHS TO LOCATE AN3 JOIN YOUR SESSION. 

|YOUR OOt FflQFILE is THE DEFAULT LOBBY NOME [ 

FLAG SETS THE FLAG FOR YOUR SESSION 

CAME MODE SELECT FROM ONE OF 7 CAME MODES (SEE PC. 22 ) 

BATTLE TYPE SELECT SINGLE Ofl TAG-TEAM BATTLE 

LIFE CAUSE SET THE AMOUNT OF HEALTH IN THE LIFE GAUCE 

MATCH POINT SET THE UUiflB£fl OF HOUNDS IK EACH BATTLE 

ROUND TIME SET THE TIME FOR EACH BOUND 

OBWE SET THE m, ANO MAX. GRACE OF PLAYERS WHO CAN FIGHT 

MAX. HJWERS SET THE MAX. NUMBER OF PLAYERS WHO CAN FIGHT 

FRIEND SLOT SET ASIDE FRIEND SLOTS TO MAKE SUHE FflEtoS CAN FIGHT 

VOICE CHAT SET THE ABILITY FOR VOICE CHAT OtttoFF 

LANGUAGE SET THE PRIMARY LANGUAGE SPOKEN BY PLAYEftS 


FRIENDS 



This section of DOA Online allows you to check to see if your friends are online and review statistics from previous 
battles with friends. Send Invites ta battle against friends win are currently online, or messages to friends who are 
offline. Next time your offline friends sign-in to the Xbox Live™ service they 'll get your messages and be ready to 
take on the challenge. Dp to 100 friends cart he registered to your DDA PROFILE. 


PLAYERS 



This is the list of players who have played against you in the sessions you have joined or hosted. 
The Players section tots you evaluate other DOA Online players and send Mend requests. 


The following icons are used in the FRIENDS list and FLAYERS hsti 

Voice I0n| Yocce through [TV] Sent an invitation to [his Irtond ^ Son! a frieraJ reqtresito this player 

jffi' VqicE! [tun # OfdinA player @ Recaived air toviiaiion r/oiin this incito ® ReaiNMia JrkinaietLuestinamthssrii^ef 


ONLINE OPTION MENU 



VOICE MASKING 
VOICE OUTPUT 


APPEAR 


Select a filter to mask your voice. 

Set-up voice output to generate from your TV or headset. 

Designate your DOA PROFILE to appear ONLINE or OFFLINE. 

You will be OFFLINE to your friends if you are set to OFFLINE. 
.This setting must b& updated each lime you sign-in to DOA Online 


WORLD RANKING 



Here is tbe place to see who is on top of their game and how you rank against other DOA players across the globe. 
Only the host f ghters get to rise above on the Dead or Alive® World Ranking charts, if you master your DOA skills 
you'll he representing as one ot the best fighters on the planet. 


21 















ONLINE GAME MOOES 


There are 6 different Game Modes available for online play in Dead or Alive®2 uni mate. Each mode supports the use of 
the Xbox Communicator™ headset by active DQA Online players and players engaged in the fight as Spectators. (Unless 
Voice Output is turned OFF by using in-game options nr set to MUTE, controlled individually by DOA Online players. When 
MUTE is active the Xbox Communicator™ displays a RED LED.} 

SPECTATOR 

Spectators are the core of the Virtual Arcade experience. Up to 6 additional DOA Online players can join the in the fight as 
Spectators and interact verbally until it is their turn to fight. Each Spectator is able to personalize his or her viewpoint of the 
fight, by using the Right Thumbstick. and Toggle the Camera Type, with the Left Trigger, while waiting for his or her turn to 
enter the main battte. 

Wl NN ER-STAYS (2 - S PLAYERS) 

Challenge DOA Online opponents to Dne-on-One fights. The winner stays to fight the next opponent. 

TOURNAMENT - B PLAYERS) 

Create your own DOA Online Tournaments. Winners advance to file nest round until one fighter is declared llie Champion. 
Champions ot tournaments are rewarded with points based on the number ol participants fighting in the tournament. 

TEAM BATTLE {2 - © PLAYERS) 

Challenge DDA Online opponents in Tag-Team battles. The winning player’s Tag-Team fighters are the Champions. 
SURVIVAL (3 -S PLAYERS) 

Use one fife to tight against an onslaught of DOA Online opponents until your health is completely depleted. After each battle,, 
some health will be restored to the Champion. 

LOSER-STAYS (2-8 PLAYERS) 

Challenge DOA Online opponents to One-on-One fights. The loser stays to fight the next opponent, 

KUM1TE (2 - B PLAYERS) 

Kumrte is a non-stop brawl in which, win or lose, the Champion continoes to fight all challengers until he or she quits. 
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THE LOBBY 

THE HOST OF THE VIFTTUAL ARCADE 

The Host is Ihe DOA Online player who created and customized the Lobby from the Create Match menu. 
The Host has die most control, and is responsible for adjusting the Game Settings in-between halites. 


THE FIGHTERS IN THE VIRTUAL ARCADE 

The Fighters are the OOA Online players who joined the Lobfay Irom the Qptimatcti for Quick Match) menu, tf these DOA Online players 
want changes made in-between turtles Ihey must communicate their preferences for Dame Settings to the Host, because only the Host 
can modify the Lofcby^s (lame Settings, 


1 




TALKING IN THE LOOBY 


At the Lobby Screen all DOA QnEine players. Host included, can communicate with each other in-between baltles, II DOA Online players 
have their Xbox Communicator fh1 turned ON, they can chat and will appear with an animated graphic while talking. 


DOA Online players VOICE CHAT ON 


OOA Online players VOICE CHAT OFF 


GAME SETTINGS MENU (X button) 


The Host can access basic Game Settings in-between battles by pressing the X button. Game Settings access is limited to Game Mode; 
Battle Type. Life Gauge, Match Point, Round Time and Session Name, For complete Game Settings the Host must exit the Lobby and 
relum to Create Match, 


LOOBY OPTIONS MENU (Y button) 

You can access basic Online Options, your Friends list, and your Players list by pressing (he Y button. 


CHANGE NICKNAME TO GAMERTAG (Black button) 

You car toggle between viewing players Xbw Um™ accounts (GAMERTAGS) and DOA PROFILES by pressing the Black button. 


POINTS AND GRAPE 

Your points arc cumulative and determine the Grade associated with your OOA PROFILE. You will! receive points tor every battle you win in 
DOA Online. The number Dt points differs, depending upon the Level {or Grade) -of your opponent and the Game Mode you are playings. 
Grade represent the level ol strength and experience ol a player, which will increase when a certain amount of points am eamed- 


Enample: tf your DQA PROFILE is ranked as "S" winning a battle against another BOA Online player who is ranked with Grade “S” or “SS" 
will add more cumulative points to your total vs. winning a battle against a player with Grade T" orFighting DOA Online ptayers who 
are more advanced is challenging, but stepping up to the challenge oilers a greater reward by learning other DDA Online player's tech¬ 
niques and lighting strategies (and gaining more points to increase your Grade,) 
















The techniques and tips below will help you win 
Dead or Alive® 2 Ultimate battles. 


Defensive Position 

When you are about to be knocked to the ground press the ©, O, or Q button to adopt a 
defensive position and avoid going down. 

• The defensive position cannot be used against some types of attacks. 

Counters 

Use the same type of attack as your opponent - strike or throw - to execute a counterattack, 
A counter causes more damage to your opponent than a normal attack. In addition, when a 
strike is used to counter a throw or a throw is used to counter a hold, an even more powerful 
high counterattack is launched, doing massive damage to your opponent 

Corner Your Opponent 

With some strike moves, if you strike near the wall you can send your opponent toward the 
wait. Proper use of this move, such as putting some distance between yourself and your 
opponent or forcing him or her toward the wall, will help turn the fight in your favor. Some 
throws change if used near the wall. 

Don't Keep the Wall to Your Back 

if you are knocked against the wall, you will lean on the wall in a weakened state for a fixed 
period of time. In such an event, hold the directional pad on + as you stand up. This will 
enable you to stand up while pivoting against the wall. 

Off the Edge 

Dead or Alive®2 Ultimate builds upon the DOA series trademark of multi-tiered stages. From 
The Great Opera” to "The Great Wall” stages feature multiple levels and areas you can 
interact with. 

Send your opponent into the air by striking or throwing them at one of the many the edges in 
a stage. Crush your opponent into break-away walis and barriers, but be aware that colliding 
with wails or falling to the lower levels of these stages will result in damage, The key to win¬ 
ning is using Free Steps (See Page 8} to position your character within the layout of the 
stages while sending your opponents off the edge. 

* When you send an opponent off of the edge, your character will jump down after him or her, 
but you will not receive any damage, 

* The tiered structure will differ depending on the stage. You cannot fall off the edge in 
some places. 

* Not at! attacks allow you to send your opponent off the edge. 
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Kasumi 

- The Kunoichi of Destiny - 

Kasumi is a true Kunoichi, a tamale ninja, ordained to be 
the rath leader of the Mugen Tenshin style. Instead of 
leading the M ugen Tenshin Clan, she became a runaway 
shirrobi to avenge her older brother, Hayate. It seemed as 


though she completed her mission after the first Dead or Alive World Combat 


Championship, but immediately following tbe tournament she was taken 


captive by the Super-Human Development Project. Kasumi ‘cx H (her clone) 


was created while she was held captive. 


Nationality: Japanese 

Gender: Female 

Birthday: February 23, age: N/A 

BtaixJ Type: A 

HeighLWeigtit: 5’ 2", lOBIbs. 

Body size: B35" W2T H33" 

Fighting Style: Mugen Tenshin Style Ninj uteu 
Teisjin Mon 

Occupation: Runaway Sbinobi 

Likes: Strawberry miNefeuille 

Hobbies: Fortune Telling 

Hobbies: Fortune Telling 


Complete Move List 


Attacks 

Enqetsu-Shu 


Ibara-Kudaki 

(Throw combo, next to wall) 


T&rtshu 


Getsuro^hu 

-> 4- 



Hi^u 

i>® 

Roga 


Oboro £t$3©%2 

Getwrin 


Tsumuji 

OHH® 

Roqaku-Syu 


Futenjin 


Shitten-Kyaku 

* ■ 

Tsuzumi-Guruma 


Hitenjin 

<=® 

| Shifty ro-Kyaku ©'S 3 ”O r | 

Byakko 

(From the back of opponent) 

®4»0 

Ten&hin-Genqo 

OQQOO 

Fukasen 


Ura-Hieh 

(From the back or opponen t) 


Tensh in-Ren jin 


Sen-Kasumi 

£]©■&>© 

Hisfiu-Enbu 

(From ihe hack cF opponent) 


Tenshin-Renchi 


MuqervTo 

£l$j© 

Niji-SJlibuki 
(Low Uinow) 


Kfl n-Kn io-SentPtSLj 

Nagt 


HienGhu 
(Low throw) 

t?®*® 

Ren-Qetsu&ai 

©QFS® 

Mdi-Ooi 


Holds 

RenkO’Ristuj 


Shirs nami 

<PQ® 

Kasumi-Kydka 
(Aginm.l . 1 1" if|h punch) 


ftenko-Kyo-sfuj 

. ^ & • 

TErtbu-Shg 

£1 2® 

KakinompGari 
(Agamst a high kick) 


Renko-Tenshu 

O O 

Ura-Retnten (Showing tlw 
back to opponent) 

Mugen-Shiraha 
(Against a middle punch) 

<pQ 

FEenko-Genreku 

5K* HM 

Getsual-Kyaku (showwig the * , 

, back to opponent) TrC? J 

Shigure-Ma 1 
(Against a middle kick) 

<pQ 

Ren-EnqetsLi 


1 Kiren-Kyaku 

1 IWhilc aettinn upij. 

.SI 

iVlomiji'Otoshi 
(Agamst a low punch) 


Ren-Getsuro 


B Koget&u-Kyaku 

B (While geiLmg up) 


Soken-Gari 
(Against a low kick] 


Ten jin, Renqo 

OOQO 

Throws 

Mai-Goramp 
(Against a jumping punchl 

<P®\ 

Tenjin, Ren jin 

. ft 

| Kasumi-Gaeshi 

Q-v 3 | 

Soksn-Gari rj 

(Agamst a high, rntdcfe attackl * 

Tenjin, Renchi 


I Kumoi-Zakura (Opponents 

B back racing b slope) itS? ■ 

Mai-Coromo 
(Agamst a low attack) 

%&\ 

Ser>ko-Rishu 


Kobore-Ume 

[Tour back facing s slo.de) 


Down Attacks 

Senkoftyoshtj 

00®^>© 

Kegon-Enbu 


Takazume 

o- 

Sehko-Tenshu 

^20© 

Taka-Azusa 
(Next to wall) 


Kawara-Kudaki 

^>©1 



Special Move Attacks 

Kgig-Sentct&u 

9" 

B Adach i-Shizuka 

B (Next :o wall) 

o I 

UragakE 

ts© 

Kaic-Genraku 

£j©0© 

B Hien-Saka-Otoshi 

1 (Throw eornbo'l 

Tenbu 

5J© 

RengoKyaku 



i-<h®*Q 

Appeal: Sakura-lViatai 


Renjin-Kyaku 

©Sa© 

Ibara-Otostii 

(Throw iombcjj 


j*®] 

Renchi-Kyaku 

©^® 


-U ,J T 



Muei-Chishu 













































, Ryu Hayabusa 

-* Solitary Super Ninja - 

Ife}' v, Ryu is THE modem Niija and best friend of Hay ate, Kasarni's 
: brother As a highly skilled and Irained Nii^a, Ryu has the 
I responsibility to confroFit Bankotsuba, the Tenge of Destruction, 
who came from the dark world into human existence. To 
contrail Bankotsubo, the Tengu of Destruction, face-ta-face would be a 
suicidal act for any human being, but Hayabusa owes it to himself aid to 
mankind, to confront his fate and challenge the great and evil Teitgu. 


rJahooalily: Japanese 

Gender: Mate 

Birthday: June 15, age: 23 

BIulkJ Type; A 

Keight/Wecght: 5'10MS4ibs 

Body size: 34 T W33 rt H36 H 

Fighting style: Hayabusa Style Ninjutsu 

Occupation: Jwner of Antique Shop 

Likes: Sushi 

Hobbies: Mountain climbing, fishing 


B m H. m m • 

compieie iviov* 

e List 

Attacks 

Soku-Zatsto ^ 'v’C* 

Kirimomnl-Nage 

(Durmq Ha-^dstand'i 

ReivGeki-Dan 

G^o-Sho '£•0 

Kabuto-Gari 

(Dunna Her'dstdnd/ V 3 ® 1 !) 1 

Kusen-Zangek: - c > . 

Rekku-Raku sh in-Ga ^ ^ * 

Zanshu-Sen 

How throw} V®‘v I * 

Mekki-Tatsumaki •rv<j 3 t l I 

Kikoku-Shintei-Kyaku ®‘0 3 C + A 

Hans-Karakuri ^ ^ „ 

{Low thro*) 

Rwi-Kikohu-Shintel 

Qusho-Kyaky ^©“ir 3 ® 

Tei^ubo-Watari Ilm throw, from 

Jinpu-Ren-Kyaki - • 40 

Ji npcj-Kyaku Tt©^ 3 ® 

the oi ijppQner?} 

Hato-QEri 

Zanma-Geri Sd©‘G 3j 3 

Holds 

Hatotsu-Ransho 

Rakuahin-Ga fShowng tht ^ 

hmrk Co c^paneiot) fj 

5+rnko-lzuna 

Raishin-Ceki 

KotEn-Se iken-Zuki 
(Dwiina Nands^and) 


Amatsuki 

Kolen-5okuto-Geri n« 

(Durfnfl Mandstanca 0 -■ , 

Kade-Tora a 

FAciains: B h>ah bck) 

KushiivGaki <=■ - O - 

Senjin-Kyaku 

rUhjnrw handscrini^^^ 

Rekko-{zuna 
lAga' nsjr s midd'o pindij 

Hayo-Nagt-Gerl 

Tenho-Kyaku „ - 

I'Ourifio HandscantU tt - 


[ Miiore-Uchr - 

Muso-Gari ojla 

IDunrm Nandstandl ■' 

Shugeki-Kakuto dya 

(Aosinst a mlddio kidcj -f " * 

Chise n-Kyaku 1# 

EES’— 00*30 

Voko-lzuns 

[Against a low puncffl 

r2Q-<g-®^© 

Garyo-Ser> f - 

Throws 

Jakf-Baral 

Jujl-Garamj 

Koken-Giri 

FAaainst a Icm. k^ckl ? 

Hazumi-Guruma 

Yagu ra-Kuzusli i ^ 

iOpfOnents, back {ganc J Sigof-) 

Toraga-Sodan 

Nfchirin-Kyaku £1® 

Koryu-Otashi 
•IVW back facmc] a n*upe) 

Hagen-Koryo-Kyaku ^ 

KuhikFri-Nage 

Naraku-Zuki . 

Tenrin^Kyaku 

5haro-Uchi 

TDraga-Sndan ’0" I 

Onihrshi (Whi lg ^rancfm^'i 

Sbiho-Nage 

Special Move Attacks 

Ura-Cbiiso-Kyaku SlCH/Q 

Vama-Arashi d 3 ®^} 3 

TeJicht-Gaeshi „ . „ _ 

(Durir-q Fandsta-'^dJ ■- J 3 

Haja-R'ensho *v"J 0 

Hayabusa-Gcri :C v 5 t; ^9 c Li 3 

Koten {During hnndtljnU!' ^ 

Jisuberi 

Gen-El 

Urakaza ^ J 

Jinpu-Geki t2Q 4 

Rakurai-Shc W 

ICa-Ten {Dyrincj h&^’d 5 I&l%d:■ 

J inpu-R&n-Gekl 4 

t 2 u na-OtDshi [Threiw CpimbgJ 

Fumon (DuTBig Fiandit^ndl J 

R is j-Shusen-Kyaku 


Asuka-Gaeshi - 

(Nert to *ak) 

Korifl-KyaSaj Hir® 

Ura-Mage 

jFngm lha cc oF jOK^:'” Li tf~ir 

Appeal: 'Nlim" 

Mai-Kiri 

KandachjjQtioshi _ 

{Fram ihe back of nppocsent) V 


Shaayu-Kyaku - 4 k! 3 ' 

Rakuryu-Sho 

{From ;he back oF npfK^-srW^’-^Tr 

Appea 1: ' Rei" © I O a 1- "i 




Gen Fu 

- The Legendary Goken - 


Gen Fu has no choice but to bring back his legendary 
fighting style Goken, or fatal Iron Fist, that he himself 
sealed because of its awesome destructive power. He 
* needs a great sum of money to save the life of his sick 
granddaughter from a rare disease, but he couldn't obtain the prize 
money from the previous Dead or Alive World Combat Championship, so 
he is determined to win this tournament He fights using the amazing 
matial art of Xynyi Liu he Quan. 


Nationality: Chinese 

Gender: Male 

Birthcay: January 5 , age: 65 

Blood Type: A 
Height/Weight: 57”, T721bs. 

Body size: B38" W4C" H39" 

Fighting style: Xynyi Liuhe Quart 
Occupation: Antique Book Store Oner 

Likes: Mato Mu 

Hobbies: India ink drawing 


Complete Move List 


Attacks 

Han-Senpu I} 1 © 

Ryukei aq 

(Aga irat i middle pundi) 

To-Sho Q v 

Senpu-Zenso-Tai 

Ryudiobo 

(Aga rrst i middle kick) V- 1 ’ J 

Rensui-Tanpa 

Tensbin-Kpshu-Ta i R 1 © 

Tenian-Hosui 

[A^ainaL 1 junping punch! Cs w 

Tanhci, Koson^an 

Sokutap-Kyaku 

Dai?0 K>0 

(Agamst i tow kick| t-A’^ 

Kaholo 

Sohi-Kyaku . ^u 3 

Yash i-Hafishiin a 

lAgdinat j jumping putchl Li 

Bapchu, Tanho, Kos&niran 

- - - 

Zenso-Tai 

Satshu 

[Against 1 high, middle pundr) W 

Throws 

Roshu 

lAaainst 1 hiqh. middle icick} t5 ^ 

Banlio-Yokei =[}a ; 

Juji-Kao © t rr l ■ 

Ka^u 

(Atjamat a fc.w punchy 

Kaiho.Yosoku <^=> 

Yosan lOpponq-its back n 

racing 5 itapo? - “ 

Koka <> Q 

fAqninst » iqw fcir.tl ^ W 


I Kd.iliu F Suiui, Sul id 


I ctaryo 


I Tanpa 






I SenrStijppo 




■G> 




I Ugyu-Haito 




d>*i * 


I Ypaht-Saiken 




<f=, # : 


Rr>kugn-RihnfiLai 

t2 . C LF 3 

Yokei ‘v 1 © 

Hakuja-Honstji 

t? 

Senryu-Ha 



Dai-Ryukoi ftojr batf; ji 




Down Attacks 


o- * 


Ryuyo iMe«i to «a-lll 


<h©* 


Shuts i 


* 


Special Move Attacks 


Kokei (Throw combo] 


Kokai-Ban-Qsa 


ft©* 


Unpei-Rakuhc (Throw combo) 

M3* 


Senpo 


Sokuten 


AppeaP: Banrakuchi 

<X><* 3 * 


* 


Kohalbi (From 1 t» back 

^JPpTianant^ 




Sckujin (From tic bade t A 
of tippcmeruj ^ ■»'“ 


Batetto [Lew th-owj 


U-®* 


Rihyo-Jofu |l 




■Juj i-Daiheki i.Low throw, From 
tfi€ bock, oi oppcnerrfl 


I Keitai, Hart-S&npu 


►©© 


I Tarzan-Hosui 

] {Against a high pun£h{ 


I Shithisun, Ugyu 


t2e>d>: 


I Yosoku-Tenha 

I {Against a high kck) 





















































































Complete Move List 


Nationality: French 

Gender: Female 

Birthday: January 30. age: 2t 

Blood Type: AB 

Heigtit/Weigtit 5'7 H , 1061&S 
Body sze: 835^ W22 h H34 1- 

Fighting style: Pi Qua than 

□ecupatton: Opera Singer 

Likes: Blanc Hanger 

Hobbies: Walking her dog 


- The Primadonna of Revenge - 

Helena is trie daughter of Fame Douglas and a vrorid^ 
class soprano singer. She is also an expert in the beautiful 
but deadly martial art of Pi Qua Quark While performing at 
the Great Opera House, a shot was fired at her, bnl killed 
her mother instead, While searching far the culprit, Helena 
learned that the murders ef her parents, and attempt on 
her awn life, are somehow related to the Dead or Alive 
World Combat Championship, 


Attacks 

Zenheki 


| Tenbi.-Heki-Shu 

I ICHbp’T^rr.t'5 bsck fapr.q voul 


1 Kasui-Shg 


Dakai 

*© 

ShOfiEn [LOmj throwi ’0'©* 

I Renkan-Kasui’Sho 

Back-Facing 

Attacks 


Renkan-Kosen-Tai 


1 fienkan-Kasetsu-Sbo 

| Zenbeki-Kao luawihreiw. *bh 

n 



1 




Renkan-Sen-Kyaku 

1 Renkan-Tenshin-Kasui-Shtf 


Hekcro-KasuLSho 

* 


o 

Holds 

Sensho- Rckfca LKyaku 


Kaishin-KaservKyaku 


Kgsen-Danpi 
lAgnii^t a high punch) 


Teishitsu-Johai-Sho 


KaEshirbRyoin-Shci 


Geimen-Ryugeki (Ne.it! to 

£ wall, igains! □ high p^xh] 


KyuhoRvoin-Sho 


Ten&hin-Tosho 


Fukanno 

(Agxiirnf a high* kick) 


Doku ritSu-Kahakl 

to :; 

Scirvu-Kasho 


TensJlirvBartSa 
(Against a mddle pLtfeh) 


Tonshin-Katui-Sho 

<=».; 

Koto Tai 


Jshitsu-Chdshiteu 

(Against « riwldlo kick) 

_ 

TenheLI-Kasu i-Sho 

5: : 

Bokuho Attacks 

Hckiian 

CAqeinst a ow puftchj 

_ 

l?Q 

TanheU-Kose n-Tai 

£ G 

| HamMaho-Renkan-Sho 

Koran 

(Against a Fnw kick) 


Tanhek i-5en-Kyaku 


Sensho-Niki-Kyaku 

vGQ 

Tensh^n’Ndwan 
(Against a i,, raping pi*whj 

03 

| Renkan-Hnta-Ken >■ •'S 

Kyoda-Shoken 


Down Attacks 

Kasetsu-Shci 


Ronken-KI-Kyalai 

^ ; ; © 

1 RohoX3sai-K*n ft 

' | 

Senpo-Token 

tf© 

H aisei-Ke&en-Kya ku 

<> 2 o&o 

1 Koben-5ho 

1 

Soheki-Sha * 


Haiiei-Ryoin-Sho 

O' c 

Special Move Att 

acks 

RekJcai-Kyaku 

©©© 

Banrfru -Sen-Kya ku 

% r«+© 

Bokuno ^ 


| Shih-Kyaku-Kasen-Kyaku ^ ■ 5^© | 

Kasei-Kasui-SHo 


Forwa-^j (During Bukuhoj 

± 

Sh in-Kyaku-flyoi n-Sho 

<PCK 

Kase i-Tpkyaku 


Back (O^-ing BcikutoJ 


Riga-Tai 

<hO© 

Kawi-Kikyaku 


Stand (During Eolt jagi] 


Shashu-Ki-Kyaku 

tf© 

Zeriso-Tai 

4 

Turn [During Bu&uhi^ 

_ 

Toku-Gai h gi-Ren 

F5G 

Sotaku-Sho 


Dash Fnfwn.rd 

iDunnj Bcik r u' 


Hoken-Soto - 

Throws 

Das^i Backward 

[During enk'jh^: 


Senten-£oto 

&QO 

| 1-2-3-Sho 

©* | 

TEishitsu (Owing Bflkuho) 


Senten-Koshu-Tai 

O©0 

1 Kaimon-Hanheki * „ 1 

1 (Qcoorenis back facirtn a sbtx?l 1 

Back Dash 


Miki-Kyaku 

51© 

TohatsU’LTrai 

bsci iadna a stone] 

©* 

(Showing [he track ioopponflnt) 


Bokuho-Sen-Kyaku 

4-Q-M 

Sen-Held 


Appeai: Token-bokuho 


Chodo Karan 

% 

Tenyo-Ryubi -Kyaku 

[next Ed lMlfl 



* 

Uryu-Banda 

£>® 

| STtohBnTakusho-Gekftert^O©'!} 3 | 



Rinpi.Ryokasei 

•: ft 







I Tina Armstrong 

I - Women’s Wrestling Superstar - 

Tina, a super starlet in the world of women’s wrestling, 
and the daughter of the undefeated champion of 
professional wrestling, Bass Armstmg, is driven by 
ambitions that know no bounds. Quite proud of her 
looks, Tina knows how to use her beauty and lives the 
celebrity lifestyle. She ajms for victory in the Dead or 
Alive World Combat Championship, and knows it will 
skyrocket her popularity to the next level. 


Natknalrty American 

Gender: Female 

Birthday: December 6, age: 22 

Blood Type: 0 

HelghbWeigtit; 5’9", i23lte 

Body size: B37 rt W24" H35* 

Fighting style: Wrestling 

Occupation: Professional Wrestler 

Likes: Seafood 

Holmes: Fighting games, eyeing 


Complete Move List 


Attacks 

Front Roll Gck c I>© c {r 3 * 

Burs Suplex (hrtxi to wall, 

Jab Hidh Kick 

Low Drop Kick 


Machine Gun Middle 

Moonsau It Press Sr 3 © 

Dragon Suplex Thraw Combo, 

MadiineGun 

Elbow Knee 

Front Roll Elbow 

<J=^H3*u 3 Q , <=OQ>|> 

Knuckle Arrow 

Leo Cut LZ© 

trana hour Leg Lock 

Blazing Chpp 

Turn Sobat 

l5hor\Hna the back no oaoonwn) '^ST ■ 


Back Elbow Knee 5 r' 1 !: 

Double Hammer ^ > 

Moonsau It Attack 
(Showing the back to opponflni) 

TigEr Driver [Low lhrpw cgmpn) 

Low Spin Knuckle 

Throws 

Japarwi* Ocean r _ 

Infinity Combo t v t: * 

Death Val lay Bomb 

Noc< Crushor (Low throw, 

Ultimate Combo 

Rodeo Drive _ ' 

IN^I hn xr-rv;. 


Spin Knuckle Combo 

Texas Driver [Thraw Cqmho) 

Holds 

Low Drop Combs t v >i 5 


Lpclung Hammer ^ 

iAgnhit a hig^i punch) 

Combo Drop Kick c r >c v > G © 

Burst Cyclone rAiBib 

■Threw Ccmic-i * 

Spring Leg Lock 

irty^rs! j high kidd 

Jumping Hip Attack 

Frankenstiflinef <5=0^ 

Arm Whip 

lAyjivs^j iMiUdlfc piurich) 

Vertical Hammer % 

Hamme r TTi n&ugh - J,O.S- 

Figure Four Leg Lock ^ n a 

[Ag^roE .1 middle tick] V 3, 3'^J , 43 r 'J l 

Dolphin Uppercut SJt) - 


Roilng Triangle Lock 

[Agansta low puftoh] 

Rolling Elbow 

Burst JjOS- AH. 0 JL 

(Thraw fjcmbil 

LeySpki 

(Agarvy-alowkkW 

Ankle Spin Kick 

Giant Swirg (Throw 1 Cum bo] 

Air Whip 

(Agar-eUe jumping punchf 

Double Middle Kick uiOC 


Down Attacks 

Step Kick 5© 

Sky Twiste r Press [Thraw Gombel 1 

Hip Drop ft' * 

Neck Cut Kick ^S© 


Elbow Drop 

Drop Kick "fr© 

J-O.S- (ThtOiw Cnrabo] 

Special Move Attacks 

Fiont Step Kick L V^v'© 

^''•G -e*©*-. r©-5- 

Rolling Forward . 

Knee Haminer 5 =t*© - 

Double Submarine 4GOO 

Rsherman'i Buster 

Appeal’ Come onl 

ft’’ 

Crash Knee ^3^1© 

J-0, Cyclone 4 r,,; i i£: 'C? c {r 

Appeal: Guts pose 

Dancing Doll Kick ©'rr 1,1 ^ 

Double Breek (ThroxrCombo, 

From tK-e bade of □ppnncn[|' 


Shoulder Tackle 



Short Ranga Lariat c tj 3 

German Suplex Whip 
[tram the back of opponent) 


Elbow Suicide QO’v 1 © 


Rolling Sobal O© 










































































































Bass Armstrong 

- Unhappy Father Pro-wrestler - 

Bass is the father of Tina Armstrong i and as any norma! 
father, he doesn't like his daughter using her sex appeal to 
raise her celebrity status. He is an undefeated had guy 
professional wrestler who enters Ihe Dead or World 
Combat Championship to stop his daughter’s cheap and lofty ambitions. 
At the same time he hopes to teach his daughter about the tough reality 
ot the World Combat Championship. But he loves his daughter dearly and 
keeps an eye on her, at all times, Tom a distance. 


Nationality: 
Gender: 
Birthday: 
Biond Type: 


American 

Male 

Juiy 4, age: 4£ 
0 


Height/Welght 6‘5\ 346lbs. 

Body size: B56 p W53" H54" 

Fighting style: Wrestling 
Occupation: Professional Wrestler 

Likes: Sauleed Chicken 

Hobbies: Touring, training Tina 


Complete Move List 


Attacks 


Combo Gong 

1 Rising Low Drop Kick _ _ . 

| M^ite getting upj ▼©‘v'L* | 

Com ho Hammer - 2 # • 

Throws 

Combo High Kick 

Falcon Arrow ©'ll 3 - 

Combo Kick Crash 

Canyon Dunk _ . 

[NEHtto^iopa) 

Wild Swring^^ 

One Leg Standing . _ _ 

Heed Butt £j0^Q 

Hell Stab >#0 

Wild Bull Head Butt M - 
[Me*t io wn : ll 2KJ4P 

Elbow Rush 

Water Mill Drop - 

Stun Gun Chop 4-’ - # 

Bear Press 

IPl&xl to wall) 

PtswerGong 1^ 

Bass Tornado ^©“lr 1 

Knee Hammer 40 S 

Flying Body Scissors Ij 1 ©# 

Jumping High Kick #0 

Dynamite Lariat ^0#'* 

Smash Gong 44 - 

Atomic Hammer r . — „ 

Gash mi^t.towditj ^>©4? 

Hear Scissors SdV‘0 31 > - 

Oklahoma Stampede 

f f hr. eCKnbcJ 

Kick Rush 

44©# 40# 

One Hand Hammer # 

Manhattan Driver 

Buffalo Crush W - 


Drop Kick 

Super Freak lz£0#' 

Flying Cross Chop 44 - # , 

T.F.B.S. 44=3©# 

Kenka Kick 440 

(Na'Tmwail) ♦ t 3 ©#* 

Hell Scissors 

Escape Bsck ^j, 

filhortina the back no sonan-ri) r 

Rolling Axe 

Dangerous Back Drop 

Bass Lariat 4 - *¥Q 

0# 

Front Koll Kick 40# 

Lgcq motion Back Drop 

[iNsst to Weill front tht back of opponent) 

Leg Break £?Q 

9# 

Low Drop Kick. #040 

Argentina Back Breaker 

(From ihe back ofopponmtj 

<2=0#, 

Muscle Elbow #0 

Buffalo Train ^= 

Reverse Power Bomb 

"t : -n iact *..onor ■ ,.±-r. 7, ^j. 

Tmss Kick 

(Shaming the back to opponsni) VC 4 

Face Crasher ("Thro* cothm, 

Round Muscle Elbow 

(^homing back to opponent) <r #0 

from the back of opponent) 

40©# 4©# 


Iron Claw 

(Frem [he UatSi ul .jpnnr cnlj 

449# ^40# 


Grizzly Launcher [Rhqw combo. 
fm?m fra fff apponem) 

&Q& i ■##©# : 


Grimly Gra&h fThow combo. against 
rh» ™I, from bick of opponei'.l) 

^©# 


Double Arm Driver . , _ . 

[-Ow ihsuw)LjjjQ# 


C-jl r D ■ d i r-Uu'ty (Lev chrr'/j, 
from ihn bag pfappenfrul i 


Holds 


Half Lot* Suplex 
[Against a high puiithl 


Rolling Press 
■lAgairctf a high kick) 


Shoulder Thtmigh 
(Ag^r -a ■rndepe put-dtl 


Blast Through [N^t to ^afl, 

agairs: a noetic punchl 


Jurassic TraNer 
(Against a h;gh fcick> 


Guillotine Drop 
[Against a iq* punch' 


Giant Hammer Throw 
[Against a low kick) 


Iran Hammer PneiS 
[Against ? junking ptinchl 


Down Attacks 


Double Knee Did 


Special Move Attacks 


HOVE TIMA 4449# # ' ; 


LK>0rtr * I 


Zack 

-Funky Muay Thai Dude - 

Zack is a kick-boxer whose strength and eccentricity 
are second to none. While most people think Zack is a 
j punk, he is a world class fighter end self-taught 
master of the martial art know as Muay Thai. 

He re-entered the Dead or Alive World Combat 
Championship to feed his appetite lor public attention 
(and to win the prize money.) Because of his blunt and 
funky personality, his popularity is growing. 


Nationality: 

American 

Gendar: 

Mela 

Birthday: 

April 3, age; 25 

BIom Type: 

0 

Height/WeLQfif; 

5’11M72lbs 

Body size: 

B42" W33" H37" 

Fighllng styte: 

Muay Thai of hie ovrn style 

OccuMli&n: 

DU 

Likes 

ice Cream 

Hobbies: 

Billiards 


Complete Move List 


Attacks 

Front Roll Kick 4©#0 

Burst Suplex (neat to well, 

dab High Kick 

Low Dnoo Kick ^©#0 

4©# 

Machine Gun Middle 

Mocmsault Fress 4 1 #0 

Dragon Suple* IJhraw Combn. 

[rnm :hc anck afoppancnCi 

Machine Gun 

Elbow Knee 

Front Roll Elbow ^ 40 

- '<= 3 ©# 

Knuckle Arrow K> 

Leq Cut L?0 

1 rani hour ueg Lock 

BtailngChop 

Turn Sphat 

[St-irpfrtinq the back to opgor'flnT:. © tt . :: 

O©# - viHH3# 

Back Elbow Knse 

Double Hammer # 

Moonsau It Attack 

[Showing thnbsdc ?(H5pponflnt) 

#0 

TigEr Driver [Law thniw cambn) 

t2Q# ! 

Low Spin Knuckle K? 

Throws 

JapiuMFse Ocean . . _ _ 

Borrb {Low throw! 0# 

Infinity Combo 4 ,; J 1 

Death Valley Bomb ©# 

Neck Crusher (Low throw, 

Ultimata Corn bo 

Rodeo Drive * - 

IN-HC|f Jl.r-rwi:. 


Spin Knuckre Combo 4 '0' 

TeKas Driver fThnsw Combo) 

Holds 

Low Drop Comba 4 - i*Or© 

4Q e t>O , '!>0# 

Locking Hammer „ _ 

(Against a high pumhl 

Combo Drop Kick 44 * . '1* 

Burst CycE&ne .-sn,*, 

Ilhrcvg Combo) 

Sprirrg Lag Lock n 

(Against a high kick) 

Jumping Hip Attack 44Q#G 

Frankensttiner 

Arm Whip 

CF'Vfiifl'-ibl a mddle punchl 

Vertical Hammer 

Hammer Thrciugh~J,Q.S. 


Dolphin UppercLt . 

44©# 

Rolling Triangl# Lock - 

(Against a low punch) Li w 

Rolling Elbow & 

Burst J.O.S. 

I"1 hrovM Cnmba'l 

Lwy Split TT - 

(Aganat a low kick) C£ W 

Ankle Spin Kick 

Giant Swing rrhn 5 W Cijmht) 

Down Attacks 

Double Middle Kick S30O 


Step Kick 

Sky Twists" Press {Throw Combo) 

Hip Dro^^ 

Neck Cut Kick 

<^>0# = -O0#O-£©4- 

Elbow Drop 

Drop Kick 

J.O.S. fThrpw Cnmgo) 

Special Move Attacks 

Front Step Kick 4#© 

^©# -^©# -ir©# 

Ro ll rig Forward ’LMi’#© 

Knee Hammer 40 

Dou bie Subma ri n e ’f'O 0 0 

Fishermanb Buster 

^>04. 

Appeal: Come oni 

04^0# 

Crash Knee ^1^30 

J.O. Cyclcne 4-4^0# 

Appeal: Gut& po&e 

Dancing Dull Kick ©#0 

Double Break [Throw Combo, 
from ihe berk, of opponent) 

##©# „.#0 

Shoulder Tackle t 4 i 

@# ^>0# 


Short Reng« La.n3t #0 

German Suplex. Whip 

,frtrt1 to* b*uk of oppnnenti 

Elbow Su icide 4 J #0 

40# 

Rotling Sobat #0 















































































































Stopping 


Holds 


The Warrior 


Complete Move List 


Attacks 


Storm Sbbat 

QQQ 

Swing Heck Ho-ld (ftiraw combo, 

Palm Arrow 


Storm Uppercut 

v , 

^*©*0*0?!©* 

Tomahawk Elbow 

£ 

Trap Heel Hammer 

oo 

Swing Breath Fat [Throw combo, 

Hixi t-D w'dl 1 , fmrr bj.k of opponent]! 

Smash, Uppercut 


Trap Reverse Hammer 


G*0*0*<=E»©*G 

Trass Kick (White standing 


Giant Uppercut 


Crazy Crash 

Ri&inq Tomahawk 

m 

1 Scimitar Lock Heel 

(Law throw combol 

{M©* - -00* - -OOQ* 

JavElin Kick 



Reverse Arm Lock 

Body Sobat 

0*0 

Turn Low Javelin 


0.CW OOmbo) 

(20* : *00* 

Blast Trass 

wo 

Double Spike 

4 

Ground Submisaon 

Blast Drive Knee 

00*0 

Solid Cannon 

&Q 

(To opponent on ttw grourttll 

^34, . 


Smash Upper (Wish yoLf back 

feeing opponent) 


Ml 


Throws 


I Head Hunting C-os& Lock 
I (Against a high punch! 


fpQ 


| Arm Grenade 


* 3*0 


| Flame ; ■ 




| Shoulder Tackle 


| Reverse Double 
I Hammer _ 


O0*> 


| Leg Spike 


30 


| Solid Crush 


| Crush Leg Spike 


. &Q 


Desert Cross Hold 


©* - 


Desert Scorpion 

(NfeftL Ltl ilapcj 


0* 


P0* 


O©*. 


Choke Splash 

(In L*** water) 


O0* 


Shoulder Breaker 


=$0# ■ 


Fine Storm Knee 
(Not lo wail) 


*0* 


Reverse Achilles Heel Lock 

|Ac]aingt J high kicfall 


Death Trap 


ftake Bi tes iNeHE^wail, 
■ ist a middle punch; 


aching Cross Hold 


Rolling Cross Held 

(Against 3 Inw punch). 


Cobra Death Lock 
jAftinsia k:ckj 


Catching Arm Lcefc 

jAgan« a fiimpm-g pund) 


Heel Hold 

(Aga*n$l; a ^anpin^ 


Half Boston Crab 
(Ttiruw cembo) 

^>0* - if* ^ V* 


Down Attacks 


? PiQp 


fr * I 


I Stomach Break 


STF 

(Throw combo) 


. c£- . •> 




Special Move Attacks 


I Rush Leg Spike 


. <>„ m 


DDT 

(Th row combo.) 

■o>q*0-G0*; 


I gS^o hell 0*00* 


I Jab. High Kick 


Desert Falci 




Desert Brid 


| Storm Blast Knuckle 


Catch trig Arm Bar 

ilF r iyn ihe ip ad. of ap[>ar,«r.' 


Hell Hg^gnd Lock . 

(From shn hg«A gf hPPQivantl h’wV • 


Mationalityr Italian 

GerttJer: Male 

Birthday: March 13, ag&: 42 

Blood Type: B 

HeightAVeight 6’4", 282lbs, 

Body size: B53" W47 T ’ H4B" 

Fighting style: Command Sambo 

Occupation: Mercenary Soldier 

Likes; Pizza 

Hobbies: Planting potted plants 


Leon 


Leon is a lonely soldier, wandering this world wtitle 
building his strength. His heart is still torn from the loss 
of Roland, a woman of the Silk Road, who died in his 
arms saying, “The man I love is the strongest man in the 
world." In order to fulfill the last words of his tost love, he 
aspires to be the strongest man on Earth, 




Complete Move List 


Attacks 

Low Dragon Hammer t£ 

Ftneman's Carry - 

Upper Knuckle 

Dragon Hammer 

The Way of the 

Dragon ^0* 3 

Back Hook fr : 

Shin-Knee High Kick 0*0 

The Fall of the Dragon 

Hicjh Shin-Knee Kick. 

Double Hook Kick 

(Nertto walll 

Read High Kick frO 

Th rusl Spi ka Kick ’O'C" ! I 

Bulldoging Head Lock 

Double Upper Kick ^0 l I 

Thrust Spin Kick 4 


Sekkan Chop O' 

Side Master Kick £0® 

Dragon Smasher 

| Ihru^v LQjfibo, naxl: Id wnll | 

Sway Jab 

Dragon Strike in®* 


Jab, High Kick 

Side Back Kick ftOOO 

Dragon Rave ^ „ . 

iFrdn-thp bflek af pjjpdntjnt) - 

Sonic Spin Kw:k 

Snap Spin Kick 

Sekkan Punch 

fFrarr tha bffk Iff q^^infr^) 

* C 

Snap Spike Kick *0 2=!>l^* 

Front Face Lock 

Sonic Low Spin Kick 

Dragon Low Kick 

IL-Dri*! hrcywl JJ^U cfla 

Side Buster „ 


Low Spin Kick J € , ®*0 

ft^Wi 

pyniih Punch (Low Lnrciv- 

Sonic Uppercut ■'[V - 

Dragon Blow & 

from hfl b^clt nf Qppon^nl) f\ 

Combo Low Spin Kick 

Dragon Elbow J**0 

Holds 

4 

Dragon Knuckle 

(While crouching! 

God es^ Short Knee 

lAuinst a hies 1 ! punch: V 

Dragon Rush 

Dragon Kick 

Trace Gunner 

(Aqa*qat e hiqh tick) ^ J? 

Dragon Cannon * 2 O *C 

Dragon Spike 

Double Blind 

(Anaiflit e middle nunchl 3 

Dragon Sheer 

Flash Turn OO 

Leg Sweep . ^ 

(Anainst e middle kick) 

. 

High Spin Kick 

Deep the Dragon 

ZAaainac e low oonch) 

Combo Knuckle Uppercut 

Dragon Flare 

Dragon Twist . ^ 

tAnainst a low klckl “ 3 

* 

Dragon Step High ^0* 

Dragon's Roar 

iAaflinai. a lumsinu xiurtchl J 

Combo High Kick 

Blind Elbow 

Down Attacks 

BoUy Uppercut * 

(Shcviiing the back te opponent) 

Trample fr'0*D 

Body Low Spin Kck 

■*©4WD 

Blind Knucide 

(Showing the back to opponent) 

[? i 

Enter the ^ 

Dracon * 

Low Snap Kick 'O'C* 

Flash Spin Kick 

Throws 

Special Move Attacks 

| Hell Drive 0* | 

Apipeal: Shout 

| Flash Low Spin Kdt | SSSSItol?' 

0*00* 3*0 


c X>©’ChI> 


Dragon Gunner 


*0* 


Nationality: Chinese 

Gender: Male 

Birthday: Novem her 27, age: 20 

Blood Type: AB 

Helghl/Wekjht: 5T. 16Slbs. 

Body size: B39"W3l"H36* 

Fighting style: Joel Kune Do 

Oocuiralion: Bodyguard 

Likas Hamburgers,. Grapernils 

Hobbies: Watching action moves 


Jann Lee 


- Passionate Fighter - 


Jann Lse fights from his soul. He has trained in the 
fighting style of Jeet Kune Do, developed by Bruce 
Lee, and he appears at battles whore only the 
strongest of men fight, With a strange bird-like cry r he 
strikes with the passion of a dragon. He strives for 
each attack to be the most powerful strike he has ever 
made in his life. Some think he's too self-possessed, 
which *eeps women from getting c ose to him. 





























































































Complete Move List 


Nationality; Chinese 

Gender: Female 

Birthday- April 93, atyr19 

Blood Type: R 

HeiflhlAVeighti ST,™ lbs. 

Body size: B34 n W22'H34 u 

Fighting style: Tai Chi Cuan 

Occupation: Student 

Likes: Aurtin Tofu 

Hobbies: Karsnlte 


- T’ai Chi Quart Genius ~ 

Lei Fang is one of the younger fighters and has been 
called a fighting genius by many. To Tight and defeat 
Jam Lee is her ulfimate goal- Jann Lee’s absolute 
dominance in th& combat arena only fuels her 
challenging spirit. Her desire to defeat him is her main 
reason for entering the Dead of AEive World Combat 
Championship. 


Attacks 


Zensho 

&Q 

Renfcan-Tessa 

O ©4© 

1 KlFlkei-DnkuntEJ _ 

IfLoWit^ 12 ©4. 

Shsbi-Chucjeki 

it? 

Seiryu-Soan 

i 

I Teishu-Josai linw ihmw, _ _ . 

| frocr. :ha back of apponenil <?©t? 

Ni ki-Kya ku 


Seiryu-Haiaetsy-Kp 

* * 

Holds 

TenshiR-Hainen 


Tiinben, Senkyu-Rem-Tai 

©©©<>© 

Ter.san-Sota. 

lAt- ainsI a high punhl 

RQ 

Snan 


Renshu-Kvakw 

®© 

Rotdi-Toto 
(Against a high tliij 


Sofu-Kanji 

es© 

| Sku-Kyaku, Ser.kyu-Tai ©’O'© | 

Hejihin-Gek 
fAcamst a middle fund 1 ) 

<p? 

Shichi-Sun-Ko 


Haldsaku-Kyoshu 

<> 4© 

Heitbin-Haisetsu-Ko (Ncuit to 
a Wat 1 , against a middle oun chi 


Kinkei-Dnkuntsu 

©4© 

To-To-Ho 

4© 

Kaisei 

(Afiamst ft middle kick) 

^>© 

Tessa 

^H>© 

Hai.se tsu-Ka 

4© 

&nhaj-Kyaku 
(Ac^inst a low Donthl 


Ren-Cbuoeki 

4< 0 

Sen.pi>-Kyaku 

©4© 

Hota i-Snkyaku 

(A gain si a law kick) 

t^© 

Enshu-Sui 

44 ■ 

1 Sentsu-Na i {Showing the □ ^ 1 

1 backtoaDDDnentl V J* % 

Taishu-Gto 

[Ar,a?insi a iL-mpmqpjKidi) 

<p& 

Hoto-Suisan, Zenibo 

4© - 

Throws 

Senshin-Bptat 

lAnftinsl a lunpir^] k! 

±£ 

Joho-Shichl-Sei 


| Toden-Ko 

©4 | 

Sarptsu 

lAcair.^l a high, middle ptairiti) 

#© 

5ho-Kmda 


Akushu-Soa n (Oppgnents ^ 

back fan nq a dope- "-^4 

Hoset 

lAnjjis; a Ngh, wddle k-clj- 

£? 

Geki'chi-NSsHKvaku 

■£j£j ,00 

Wankyu-Shaka |Y™r Ludc 
facino a s!oeel 

Risei 

!Acs*r ” 3 Iruv punrhl 


| Gekichi-Hgisetsu-Ko £3^ .. * | 

Woba^Benso 

<^©4 

Kasui 

IAoaso.1 a low kiricl 


Sokutan-K^aku 


Ketshin-Suichu 

'|N ex! ta walll 

494 3 



Bun-Kysku 


Token Kc 

Sj©4 

uown AttacKs 

i 


Haikyaku 

it® 

Hei&hin-Sui 


| RakusO-Suiqeki i}" 

it 

^©4 

r 



<pO 



1 Shikvaku 


Kamen-Kvaku 

Roshitsu-Yoho 

44G4 



Se-n ky i i-Ren-Tai 

frOQUr® 

Roshtlsu-Asshin-Ko 


Special Move Atti 

Beks 

(Mast to wall]- 

_ 






Appeal: Geishiii-Sei 


Fujfn-Tesse 

HO© 

1 Ren-TsikO’Ovogyo fTTrow combp) 1 



Takyaku, HaisEisu-Ko 

flj©©4Q 

| ,#©4 4©4 

1 






Hoko-Kisan 


1 Takuchu-Ken-Ka {Thfc™ tnnstio! 

Appeai: “No No!"" 


Morcshi n-Ta nben 


#04© 4©4- 


0^©<h 


- 

;,-g=>©4* 



Renkan-Sho-Ki r»cta 


Rinai-Hisyl 

%©4© 

Appeal: “Got ill" 



Takuchu-Haisui 




(Tnam the L ee.-, c dppoiie, 

■a ©‘O' 



Renkan-Zensbn 

, ©44; 

Joho-Ko Ffom tte 
back of opo^enE) 

4404 , 

Appeal: “Mo, ISo r NoL“ 




1 Shjt5uqbQ-iiohgj-Kyak.( . 1 

| From thr baric cjf oppijncc"; & tt - | 



| Kenkan-Kenshu- Nvaku . 




Nationality: Japanese 

Gender: Female 

Rirthrlay- August 5, age- N/A 

Blood Type: AB 

Helghl/Wdght m\ 104 lbs, 

Body size: B3rW2rH33" 

Fighting style: Mugen Tenstiin Style 
Ninjutsu Hajin Mon 


- Kunoichi with Murderous Intent »■ 

Ayane is Kasumi’s half-sister, a Ninja destined to live in the 
shadow of her older sister. A great hatred burns for Kasumi 
within Ayane. An expert in Ninjutsu, her deadly fighting style 
has giuen her the nickname “Female Tengu. ,J She joins in 
the Dead or Alive World Combat Championship as an 
assassin in pursuit of tier traitor sister, Kasumi, who left the 
MugenTenshin cfan behind. Although she would never 
admit it, Ayane admires Hayate, Kasumi's brother 


Occupation: kunoichi 


Likes: 

Hobbies: 


Mamins glaces 
Aesthetics 


Complete Move List 

Attacks 

Back-Facing 

Attacks 

WajTli-Gataria iShcrwing 
the tack ta appanenl) 

94® 

Haiin-Sosho 

| Rashin-SDsha 

Yami-Garasu {With your 
haci facing opponent! 


Renjin-Renten 


Rashin-Eikp-Geki - 

o 

Ryuia-Dtoshi (With yqur 
back Tacing Dppoi>rnt| 

©4 

Renjin-Kosiso 

J , L . 

Rashin-Fujin-Sai 

ri: - 

Md'er^-Tsubaki (With you- 
back fecinq oooonent) 

^©4. ; 

Hajir-JCyaku 


Rashia-Eiloo-Sai ■ 


Ura-Yami Gifl rasu {Of^ion@rv! 
ardhCurbadt fanngMdi Lattwl 

094 1 

Koeiso 

=S*- - 

Rashir.-Eiko-Shu 


Sote an s.-Otosh i 
i'Ldw thrnw '1 


Soba-Kyaku 

d>© 

RajirvUrajin 

l C 

Kamiyo-Kalcushi 

fLowxhm^] 

1 2®4: 

Fuzan-Ryutnu 


Rgjin-Hrsha 

. - * .,-© 

Shusut-Gari iL^tN^ 

showlia the back tar Euxionsnd 


Jirai-Enjirv 

•23^ 4 © 

Rajin-Urachi 

^<y® 

Mu&D-Guruma |Ldw ibrcw. 
(rem he baci ol appocent) 

^94 

Rasen-Urajin 

<pOQ 

Rajin-Hien 


Ten'ou-Jin elc* ihra^. 
from -he bac* ul opponofil) 

C?94 i 

Raseu-Hishu 

^©-© 

Rajin-Sajin-Bhu 

* 

Holds 

Rasen-Urachi 


Kaza-Matsuri 

it® 

Kamyoi 

IApans -1 a hiah p.ipcH 

FS© 

Rassn-Hien 

<=L-^>© 

Ei-Getsurin 


Hydrin 

(Agar ^.3 hiah bdd 

C^© 

Fujln-Sosho 

^ 

Zanei-Hajii-Geki 


Aya-fsumuji 

(AqainH a middle punch) 


Fujin-Renten 

^ ©© 

ZaneL-Fu ji n-Sai 


Fiixi-Jin 

lAaahi' n miridlw kick) 

4d© 

&ajin-Shu 

* 

Zanef-Hajh-Sai 


K 03 jrathi 

(Agahal n law aunrh; 

t?Q 

Ranten-Kyaku 


Zanei-Haj in-Shu 

<F>' 

Futeiro 

(Agsrrssa lo* kkk) 

t?9 

Jinrai-Ryuso 

oo© 

JakuLo-Saiin-Shu 

It 

Shurrar 

[Agafaia lumping p*n J irfi} 

49 

Jmrai-Ko&o 


tnibu-sho 


Down Attacks 

Snien-Kyaku 

it® 

Ernshu-Ser 


Hyomu-Sho 

tht?4© 

Ryubi-Resseo 

<£j© 

Koku-So 

Q*; 

Kawara-Kudaki 

4© 

Shu-Geisurifl 

p&© 

Throws 

Special Move Attacks 

Fu-Jin-Kyaku 

o® 

| Moroiji-Xuzushi 


Harj n 

it? 

Retten-Kyaku 

®^© 

1 Rakka-Ryorsn {Qpgor^nts - | 

I back facing j slopt) - 1 

FubiJ 

^ 5 

Rekku-Kyaku 


Har^a-Oroshi (Vcur back 
facixi a stone) 


K Furu e-jd 1 !-1 

1 I9itrwna tbe back ao opDancfli) 1 

Roso-Kyaku 


Hajin-Enbu 


I Ren-Futen 

| |3nmvinq daft back !P COCKjnen 

a <>4-41 

Eiko-Hajin-Geki 

•KH©' 

| Hakp-Enbu (NDKt tci Wall) ^©“u 1 | 

Or&ihi 

{Shmying the back 10 exponent] 

Eiko-Fujin-Sai 


Kiip-Madoi 


Shinrci Orqshi ^ 

{(shoviiriq the back to cppunentl ■ 

Eiko-Hajin-Sai 

■fr© £>© 

Tosenka 


QroEhi-Nagans cNi 

{5hcminci the back to qp^ranend a-J “ 

Eiko-Hajir-Shu 

Jit® {>© 

Eaisenka (Me*t to Wall) 


Shin-o-Oroshi-Nagare : 

{Shtwinq tfie back ed- exponent) ed® 

Genmu-So 

#Q 

| Tsurara-Oloshi [Thcriw cambo) 

I Appeal: "No, kidding" 


hujin-liai 



-‘Kh©^ , 

^ j | 

Sbo-Ayane 


Kacho-Geigl 

- | 

I Appeal: "Silly" 


Genwaku-So 
{Wife qeliinq up] 

©^© 

Kachd-Ranmu 


4HH3* * I 
































































































Ein 

-The iron Fist with a Lost Past' 


Nationality' Unknown 

Gender: Male 

Birthday: July 3, age: 23 

Blood Type: A 

HetghMAfelgM: ST 1 H , 165 lbs. 

Body size: B43*W33 M H39 ,r 

Fighting style: Karate 

Occupation: Karate Fighter 

Likes: Sushi, Sukiyaki 

Hobbies: Breaking hear bottles 


Left to die in toe esoteric Black Forest of Germany, Ein 
suffers from amnesia, but his deep desire to fight stayed 
intact within his beaten body. He mastered Karate in a 
very short period of time and goes down the road of 
battle to find his true self. He hopes to find answers to 
his past through participation in the second Bead or Alive 
World Combat Championship, 



Complete Movi 

e List 


Attacks 

Fu-un 


Gurem 


Tsubgychi 

>$© 

Shiku 


Sodio 

(Frtirtl tht back rtf cpppn#nt) 

0tf© j 

Alum a 

<a=>© 

KofO, Hane-Geri 


Seiryo 

^rom the back of opponent} 

<pQOQ 

Morote-Zuki 


Kgrip, $uimen-Geri 

0S>©4>© 

Kobore-Zuki 
(Low throw! 


Fujin 


Korin 


Mozu-Sashl 

[low throw} 

ttS-OO 

Kaida 

0 

Gyosho 

©G©<>© 

Tsunjte-Basami (low thro*, 

frpm the bpci cr opponent} 


Hyosai 


Oniba 




Bural 


Raassi 


Suirin (Low throw, 

fnsrr the boc>: or opponent 


Ren-Fyjin 


T-enro 

0©©c£© 

Holds 



I Rerl-Kangyu 




I Musho 








t2©© 


Raigyu 




Namioi . 

(Against 3 high punch)| 


Tenga 

JAg^inst 3 high ffiek) UMp I 


[Against 3 rridrilfl punch) 


<£©l 


I Ren-Zuki, Ren-Geri 


300© 


\2 s> 


Sus^ku ©©<0-0© 

Kairai C?©eJ>©-0© 

Ruteh ^ 

[Against 3 low punch} Zi'M 

Ryubi QQ#-©C 

Hyobi 

K£)b ° 

[Against n low kic<l Ll 'J 

Tsyk r Ren-Geri 

Shorin ^©(Ji 

SuitX1 

(Against a jumping piwehj 

Ken gym 

Kofu <$© ‘£<3 

Down Attacks 

Kegite, Yoko-Geri 5 © 

Maizuru R^© 

Akki 1>©*© 

Kagite, S u imen-Geri 1= ^ 1Z ^ 2 ’O' 

Tenrin $3©©© j 

Kaho 




I Tengai 


<P {> 


Tobi-Ushiro-Geri 

(Showing tha back to opponent u Lf 


Special Move Attacks 


Ren-Tettsui 

OQC 

Throws 

Appeal: "Come On!" 

SHien 

<jaQ©Q 

: Suigel^j 

: 


; Fumon 

AO 

Rakugetsu 

(Opponent's back Facing 3 slope] 

04> 

Appeai: "Easyt" 

Mgwaahi, U&hko-Geri 


i’ach-kage 

[Vour back Facing; a sIcprF 

04> . 

c i> 


I NobtJri-Mawashi’Geri i 

[Whilg Standing} - I 


'^yukotsj 




I Ma e-Ken age 


OU 


Gankot&u 

[Ngxt to >*-3iri 


M otcage 


sp&ip: 
Sf ft©#© I 




Rekkg 

[Next tc 




I Kakato-Otoshi 


Futo 


^©4 : 


I? 


Tengu 


Tengu is an evil villain of his own world, Baukotsu- 
bo murdered Kuramasan Maouson, toe leader of the 
Tengu, Subsequently he has broken the Tengu rules, 
I descend rng into the human world. His official nam e 

is il Gohyakumine Bankotsu-bo. M He considers all 
hopes and struggles of the human world to be insignificant, claiming that 
all disasters are nothing more than illusions he has brought about. Ail 
disasters that have befallen the age wilt later be referred to as the 
' Disaster at toe End of a Century,'’ 


Nationality: 

Unknown 

Gender; 

Mata 

Birthday; 

January 1; age 1500 

Blood Type: 

Unknown 

Height / Weight: i shaku 1 sun, 60 kan 

Body sire: 

Unknown 

Fighling style; 

Tengu Do 

Occupation: 

Unknown 

Likes: 

Unknown 

Hobbies: 

Unknown 


I 
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The word “shinobi" is a very old one, preceding the modern word “Ninja” In Japanese, “shine bu" is 
a verb meaning “to perform actions with the utmost secrecy.” In a more general sense it means “to 
endure by maintaining calmness.” However, this kind of endurance means perseverance beyond the 
limits of one’s imagination, even to the point of accepting death calmly This is where Shinobi 
philosophies are readily apparent. For the Shin obi, the single most important principle is the 
continued existence of their tribe, and for this they require the will to endure all pain and suffering. 

The famous realization of Hagakure, “Bushido is found only in death” is a discovery made by 
samurai. But in the world of the shin obi, death is calmly viewed as a common philosophical view of 
a higher state. This philosophy is from an early age infused within the depths of the soul. 

The Shinobi are a group of elite people who use their highly advanced techniques to perform 
espionage, combat operations, assassinations, etc. Internal struggles reached their peak in 16th 
century Japan. Accordingly, the Shinobi were similar to modern-day intelligence agencies and 
military S0G’s* r yet they were unique in many ways. For one thing, they formed their own tribe, and 
their technique was inherited through a closed bloodline. Accordingly, training started very early in 
life. But only after completing tests and training so intense it cannot be described using words did 
they combine with the highly trained bloodline. Ail members were specialists of extreme skill. 

Secondly, as this shows, they were a very independent group of people. They made their living from 
espionage and military operations, but they weren’t simply an organization placed into effect by 
some government. They had skills exceeding even the most experienced samurai, and were 
masters of strategy They were few in number, but they possessed enough defensive power to keep 
those in power at a constant distance. 

This, however, was a state of independence on the brink of breakdown due to their existence as 
outsiders, along with the fact that they were so small in number. In order to maintain this 
independence, they sold their overpowering technique as a unique product to those in power. 

Even when the members of the same shinobi tribe were to become enemies during the course of 
their missions, professionalism was never sacrificed, Thus, personal ties were a hindrance to that 
professionalism. Once the shinobi left their home villages, parenthood and sibling hood meant nothing 
to them. To live in this cruel chain of society was the only way for them to continue their existence. 

The secret to living life in this manner can be summed up in one word: “shinobi," Their very 
existence and purpose required that each Shinobi be able endure circumstances that would 
otherwise be impossibie to accept. The weak that were willing to abandon this endurance were 
considered a threat to the shinobi tribe, and were often killed on the spot. 

This iron-ciad unity was the rule of blood that allowed the shinobi tribe to carry forth its 
tradition .Hagakure is the beauty of samurai philosophy but the Ninja viewed life and death more in 
fundamental terms. In light of this severity, even a samurai is merely a part of the general population. 
This structure allowed the shinobi to exist independently in small numbers yet be considered the 
strongest of the strong. 


e shinobi tribes lived In hidden villages in the mountains, participating in power struggles 
without ever being a part of them. 

What is interesting is the ties between the shinobi and Tengu. 

The origin of the shinobi is thought to lie in a force of mountaineers who would not submit to the 
will of a centralized government {see “What is a Tengif? 11 ). The shinobi techniques and beliefs, 

, which are passed down through the ranks and generations, are notably similar to the personality 
Itraining practices and physical training philosophies of the yamabushi, who are considered to be 
Ithe closest people to the mythical tribes of mountain beasts known as tengu. 


famabushl were mountain priests who worshipped the tengu. They were obsessed with the 
Sod-Iike power of the tengu, and trained their minds, bodies and souls by running through the 
fountains in order to obtain that power. Generally though, they couldn’t hope to attain as much 
jower as the tengu. Of course, the yamabushi weren’t members of the tengu tribe, and their 
jhysicai limits were no different than those of other Japanese people. However, on rare occasions a 
nember of the yamabushi tribe would produce a tengu; a man with tengu-Iike powers and an 
amazing capacity for education and strategy. 


It is known that the shinobi and yamabushi are hard to tell apart. In fact, there is a tendency to 
consider them as being one and the same. Since both groups of people maintained secrecy, there 
are no existing historical records depicting the relationship between the two. But certain evidence 
joints in that direction. 


Yinjutsu strongly emphasizes the technique employed by the tengu, and is therefore an interesting 
subject in and of itself. Fer example, hie Ninpo “izuna Gtoshi, 1 ’ which is displayed in a fantasy-like 
manner in this game, is actually derived from the taws of Izuna pioneered by the great Tengu, 
Saburo I izuna. Therefore, Ninjutsu is feared and held as being superior to ail other forms of martial 
arts. 

* SOG: Special Operations Group. A military SGG is quite different from a nonmifitary SOG, since its 
related to the military and often supercedes the law, and is of utmost secrecy. For example, in 
f terrorist situations the military SOG prioritizes the destruction of the terrorists over saving the lives of 
* the hostages, A nonmil if ary SOG, on the other hand, is usually a part of the police or similar agency 
and under all circumstances must obey the law. Their priority is to save the fives of the innocent. 


Runaway Shinobi are ninjas that abandon the Shinobi tribe to which they’re related. 

Secession is under circumstances allowed in Shinobi society. The shinobi always keep their 
secrecy, and in order to do so they follow an unbreakable code that maintains their livelihood and 
existence. Accordingly, those who escape the tribe’s control with sensitive internal information are 
a very serious threat. These threats must be eliminated at all costs, and a band of Ninjas is often 
dispatched to kill the 'runaway” Shinobi. It is thus considered suicidal to become a “runaway” 

Shinobi. A cruel fate awaits anyone who should attempt it. 39 







Mat Us the Mug^i fenshln sf$l© Nfnilifstt? 

This is a faction of Ninjutsu. This faction can be further separated into “Tenjin Mon” and “Najtn 
Mon,” and these two make up the foreground and background of Mugen Tenshin. The legacy is 
inherited by those belonging to the Mugen Tenshin faction. 

Tenjin Mon 

This is the foreground of the Mugen Tenshin style of Ninjutsu, Most of the Ninjas from the Mugen 
Tenshin faction belong to this side of Mugen Tenshin. They’re trained in order to acquire 
superhuman physical strength and battle technique. They’re highly resistant to physical pressure. 

Hajin Mon 

This is the backside of the Mugen Tenshin style of Ninjutsu; a well-kept secret within the already 
secretive Ninja society Mugen Tenshin. Members of this side are believed to possess superhuman 
physical strength and battfe technique Additionally they’re said to have magical abilities, and this 
makes them all the more feared. 

The members of this side of Mugen Tenshin — a very exclusive group-are known to provide 
background support to the Tenjin Mon. The Haijin Mon possess unbelievable powers, but strangely 
they’re sworn to utmost obedience to the Tenjin mo n. 


What is i 'm Hayabusa s^le @f Ninjutsu? 

This is another faction of Ninjutsu, The Hayabusa don’t form a large tribe as the Mugen Tenshin do, 
but instead carry forth their legacy through the skills of a few elite individuals. They’re undoubtedly 
close to the Mugen Tenshin in terms of technique, but as with all shirtobi history there is no 
documentation that explains how these two tribes are related. 

The Hayabusa are considered to have the closest relationship with the Yamabushi and Tengu, and 
are accorded much respect. 


What Is the 

At the end of the 20th century a human modification experiment was performed on Hayate, one of 
the strongest Shinobi. The purpose was to develop a physical body of superhuman abilities. 
“Epsilon” was die code name given to Hay ate, who was captured for the experimental subject. 
Apparently most of the modifications were made to Hayate’s nervous system, but it failed to 
produce an improvement in Epsilon, and in fact resulted in the latter’s destruction. 

To succeed the Epsilon Project, there was a plan involving the cloning of Hayate’s younger sister, 
who was considered genetically superior to Hayate. The first test subject In this second attempt is 
called Kasumi, 

What Is £S PI Qua Huaif ! ? 

Pi Qua Quan r among all the Chinese martial arts, involves the most movements. Mainly it emphasizes 
mid- to long-range attacks, in which the opponent is confused by the attacker's constant motion. 


IPi Qua Quan is named from the movement of the hands during an offensive. The downward 
(movement of the hand is referred to as pi, while the upward movement Is referred to as qua. As the 
r name suggests, Pi Qua Quan is the circular motion of the hand, much like a windmill. A fist is 
seldom used. Instead, much of the offensive comes from hands relaxed with fingers extended, 
being used in a manner resembling a whip. The moves are full of beauty, yet the offenses are sharp 
and heavy. 

In Pi Qua Quan the moves are smooth and flexible. It demands the greatest degree of flexibility, 
even among the northern faction of Chinese martial arts, which demand flexibility of the body. 


Vital is KOnOi^? 1 

eet Kune Do is the martial art developed by the late Bruce Lee, The martial art "Ei Shun Ken” that 
ic learned in his youth is the basis of Jeet Kune Do. The advantages of other martial arts have 
een incorporated, and the concept of Jeet Kune Do is ’freedom, 1 ’ 

I ' > ■ 

This unique style, which involves entering battle in a free form concept that is not governed by any 
igidly prescribed form, was born only because Bruce Lee didn't just stop at becoming a great 
martial arts user but possessed the open perspective of a perf orm er, as well. 


VKiat is liuhe 

ynyi Liuhe Quan is a powerful form of martial art capable of ending a battle with a single blow, 
n fact, it’s considered by many to be the most powerful of all Chinese martial arts, and is a secret 
partial art form passed down through the ultimate secrecy of the Kaizoku (Chinese followers of 
slam). Xynyi Liuhe Quan was introduced into the world recently, and Its deadly combat 
Iharacteristics became quickfy well-known. Today there is virtually no martial artist that doesn’t 
■know of its existence, 

Xynyi Liuhe Quan completely ignores any weakness on the part of the user, who aggressively 
engages in battle at close range. The intended result Is to defeat before one can be defeated, 
therefore, the offensive is extremely heavy and damaging, often not even allowing time for the 
[opponent to retaliate. Headbutts and bodily collisions are 11s main weapons. 


Mat is “Fai Chi Quail’*? 

T’ai Chi Quan is a Chinese martial art popularized in Japan and the United States as a physical 
exercise that can be performed by even the elderly. Nevertheless, it’s original intention is as a 
method lor combat. 


l The strength guided by chi, the breathing and the curving if the physical body, is used to 
[instantaneously send a blow to the opponent. Since it doesn’t rely heavily on muscles, it can be 
used by the elderly to produce damaging blows. The disadvantage is the fact that it takes a long 
time to master. 


Among the Chinese martial art forms that do not emphasize structure, T’ai Chi Quan places a 
considerable e mph asis on it. The reason is that th e proper chi can t be o btained without the proper form. 41 










What is “Command Sambo”? 

The Central Asian region of the former Soviet Union is a vast storehouse of martial arts. Sambo is a 
technique developed by combining over 200 types of regional martial arts in the area. Its advanced 
moves, which target the joints, are feared by many. The damage toward the joints is definitive, 
immediately obliterating the opponent's ability to fight. Of course, this carefully 
constructed system gets real results in battle. 

Command Sambo is a military' martial art form based on Sambo, as developed by the former Soviet 
Union to focus completely on the offensive. Command Sambo leaves no room for mercy. It’s a cold! 
mechanical martial art created for the purpose of surviving modem warfare and the constant 
strutgle between life and death. 


What is a “Teiigii"? 

Tengu is a mythical tribe of heasts living in the wilderness of the mountains of Japan. It is quite 
understandable that they are referred to as goblins by the Japanese public at large. Yet this 
mountainous tribe is too different from the norm. It’s no wonder they’re so different, since they’re a 
completely different race than the Japanese. 

The Tengu’s appearance is strikingly different to begin with. They have very high noses and in the 
physical sense are significantly superior. There are people who claim they have seen Tengu fully 10 
shaku* in height. This is probably an exaggeration and it’s unlikely that they are that tall, but the 
average height of a male Tengu is easily over six shake. It’s common enough for Tengu to reach 
seven shaku in height. 

Their bodies are generally broad, and they possess great physical strength. The everyday game of 
“Tengu Daoshi” reflects the strength of these beings. In this game they knock over full-grown pine 
trees in the mountains. It seems like simple vandalism, but apparently there's e competitive side to 
the activity. The thicker the tree one can knock down, the more status one can earn, there must be 
some secret to this; some secret that only experience can teach, Nevertheless, it’s clear they must 
possess inhuman strength in order to knock down full-grown pine trees in such a leisurely fashion. 

Their skin tone is dark, and is usually red to dark red, out there are some Tengu that have the same 
skin tone as the average Japanese. The language they use is no different than the historical 
language of ancient Japan. 

The Tengu seemed to have arrived from the Asian continent, and had a drastic effect on the 
Japanese, acting as teachers in order to demonstrate various techniques. The technique that is the 
basis of the various martial arts is usually obtained through the Tengu. From this it’s apparent that 
the Tengu enjoy teaching others, 

A point of contrast is that Tengu seem to live in the deep mountain forests, maintaining a degree of 
senary. Their magical technologies and knowledge are the basis of Japanese occultism. No matter 
the kinds of tricks they may use, their god like powers are undeniable, and their knowledge and 
strength is the fear of many. 


The full details of their exisle nee are still shrouded in mystery. This is due to the difficulty 
of contact with the Tengu in recent years. Also, the Tengu veil their existence as the 
central sect in a society of mountain cultures. 


The term “mountain people" refers collectively to those who live in the mountainous 
regions that makeup me majority of Japan, It refers to those people who don’t conform 
the central governmental society of Japan- (Ninjas originated from these mountain people. 
See “What as a ‘SNnobiT) 


fountain people are Independent and secretive, with little respect for any attempt at 
Control by the centralized government, furthermore, the Tengu-mountain people among 
nountain peopfe-are even more secretive, In fact, they’ve had very little contact or 
elationshjps with the Japanese, 


lie Wings of Tengu 

tengu apparently have wings growing out of their backs. One theory holds that they can 
fly, and there are witnesses to support that, It’s a wild and careless bedtime story that 
'hey are winged people. However, It Is true that they wear wings on their backs as a 
{fashion statement Tengu appear In front of people unabashedly donning the wings on 
heir backs. 


}ne theory says the reason people say the Tengu can fly Is due to the fact that the Tengu 
tave amazing agility and have been observed jumping from tree to tree and rock to rack, 
iowever, this theory has been attacked by those who state that their wings aren't capable 
if sustaining flight. 


The light-bodied actions by the Tengu don’t really require wings, however, Ninjas perform 
I such feats as a part of their training. It seems people have incorrectly deduced that they 
■ can move the way they do because of their superficial wings. 

It is a fact, however, that they can jump from tree to tree and rock to rock. There are 
simply too many eyewitness accounts. Its no wonder they’re considered magical when 
they move so freely, despite potentially dangerous and even life-threatening situations, 


|A$ with all masters, the God-like Tengu can make mistakes. A corpse of a Tengu with 
various abrasions and bodily damages was discovered at the base of the Kiso Mountain 
Range. It is thought that this particular Tengu faltered in his course along a rock high 
above, and fell to his death. 
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MUSIC CREDITS: 

“Dream On” 

Written by Tyler 

Performed by Aerosmith 

Courtesy of Columbia Records 

By arrangement with Sony Music Licensing 

Published by Mosaic Music (BMI) 


All Rights Reserved. Used by Permission. Internatonal Copyright Secured. 
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f 90-DAY LIMITED WARRANTY: 

Tecmo, Inc. (“Tecmo"; warrants to the original consumer that tills Tecmo Game Disc shall be free from 
defect in material and workmanship for a period Of 90 daya from data of purchase. If a defect covered 
by this warranty occifs during this 90-day warranty period, Tacmo will repair or replace the disc, at its 
option, free of charge 
To receive this warranty service; 

1. DO NOT return your defective disc to thfl ralfiHar, 

2. Notify Tecmo of the problem requiring warranty service by calling 
[310)944-5006 

Our office It in operation from 9:00 i,m. to 4:00 p.m. Pacific Time, 

Monday through Friday. 

3. If the Tecmo service technician in unnhla to solve the problem by 
phone, he will provide you with n Hat urn Author! nation number. 

Simply record tills number on tbi outs Ida packaging of your 
defective disc, mid return your disc freight prepaid, at your risk of 
damage or loan, together with your an lei slip or similar proof-of-purchase 
within this 91) day wjimmty period to; 

Toe mo, Inc, 

PM0I5B53 21313*9 Hawthoma Blid. 

Torrance GA 00003 


This warranty shall not apply If (ho disc \m been damaged by negligence, accident, unreasonable use, 
modification, tampering, nr by other causes unralatod to defective materials or workmanship. Tecmo is 
lot responsible for loit or mlitlirnalad packages, 


REPAIRS AFTER EXPIRATION Ol WARRANTV: 

f the disc develops prohhmin tiftir thin 90-day warranty period, you may contact the Tecmo Consumer 
division at the phono rmmhiit noted above. If the Tecmo Service technician Is unable to solve the 
irablem by phone, ho may provide you with a roturn Authorization number. You may then record this 
lumber on the outside pcickafllng of thu defective disc end return the defective disc freight prepaid to 
ecmo, enclosing a check or money order for $UKQQ payable to Tecmo, Inc, Tecmo will, at Its option 
subject to the cowIILIqmh nhova, repair the disc or replace It with a new or require disc. If replacement 
fiscs are not aviiflablw, the detective riinc will be returned and the $10.00 payment refunded. 

VARRANTY LIMITATION; 

tNY APPLICABLE IMPLIED WARRANTIES, INCLUDING WARRANTIES OF 
/MERCHANTABILITY AND FITNESS FOR A PARTICULAR PURPOSE, ARE HERESY LIMITED TO NINETY DAYS 
/FROM THE DATE OF PURCHASE AND ARE SUBJECT TO THE CONDITIONS SET FORTH HEREIN, IN NO 
EVENTS SHALL TECMO BE LIABLE FOR CONSEQUENTIAL OR INCIDENTAL DAMAGES RESULTING FROM 
THE BREACH OF ANY EXPRESS OR IMPLIED WARRANTIES. The provision of this warranty are valid in the 
United States only. Some states do not allow limitations on how long an implied warranty lasts or 
exclusion of consequential or incidental damages, so the above limitations and exclusion may not 
apply to you. This warranty gives you specific legal rights, and you may a so have other rights which 
vary from state to state. 


TECHNICAL SUPPORT (310)944-5005 

Our office is in opera! on from 9:00 a.m. to 4:00 p.m. Pacific Time, Monday through Friday. It is a 
violation of Federal Copyright Law to copy, duplicate or reproduce this Program, or any portion of this 
Program .with out the express written permission of the copyright owner. Dead or Alive© is a martial 
arts video game and work cf fiction. Any resemblance to actual persons, places, or organizations Is 
purely coincidental. 












Zack’s Complete Move List on page 31 of 


the Dead or Alive 2 Ultimate manual is 
incorrect. Please reference this insert for 
^ Zack’s Complete Move List. Thank You. 

Zack 

-Funky Muay Thai Dude - 


Complete Move List 

Attacks 

Slam Knuckle 

Knee Storm < l : ^© c QO 

Hell Needle “OQ 

Mephisto Rush 0©©© 

Nightmare Stand ^^"'1 

(Me:u to walll Q 

Down Elbow tSQ 

Demon Rush 

Hard Rush ^^3 ©tjO 

Rising Heel Kid? 1X3 

Demon Shift 

Splash Dunk *£©&Q 

Double Impact ■ 

Belial Rush 

Fly Boarding 
(Next to walil 

Spinning Heel Kick c??O0 

Belial Shift 

Neck Hunting 

(From the beck of opponent) ' 

Double Elbow OCX.} 

Tricky Beast 

Violence Beat .^V^i 

(From l}ie beck or oppose”!) 

Inferno Rush OOC: 

Fury Beast ’{M J XDOCK)© 

Boast Fang £©50 

IThrow fromboj 

Inferno Shift 

Tricky Hound ^©QA©30© 

H ea rt Brea ke r . 

|Thr™ rcvnbr) LZ©VKJ 

Upper Elbow 0*0Q 

Fury Hound 

Reverse Beast Fang 

[Low thnJw^ from rhn hack of nppOnant} 

Half Spin Rolling Elbow £©© 

Zack Tornado 

£©40 

Half Spin Heel Kick 

Spinning Middle Kick "3‘v r 

Holds 

Gatling Knee 

Twister Uppercut 

Octopus Blow 

(Against a high prfrcfi) Li© 

Heat Sunrise 

Rising Knee 

Slash Elbow 

(Agaimrt a Jv-gh kkW P5Q 

Tumbling Heel ^ =I C : 00 

Flying Knee Kick ^vOtKD 

Cross Bazooka 

^.gainst a middle punch) V© 

Sway Blow I3Q 

Devil's Elbow 

Heel Edge 

[Against □ middle kick) AX J 

Boost Rush Q0OQ© 

Vertical Axe GHr© 

Funky Elbow 

(Against a low punch} tx© 

Mobius Rush 1 .-O20 

Airwalk c £ c vCKr© 

Dust Stamp 

(Against a low kick) tx© 

Wad Beast 

Overhead Kick 

Air Dunk __ 

(Agalns-t a jumping punch! V© 

Beast Shift QGQ£l©0© 

Turn Bazooka ^Q 

Down Attacks 

Wad Hchj nd QO^ •' -■ 

Long Bazooka ^©O 

Stepping Wave 

Hound Sh ift Q©|©©©$dQ 

Tum Rolling Elbow 

(Shorting tha bark to opponent ’ 


Vulcan Knee Kick OC^O 

Turning Spinning Heel K : ck „ 

(Shorting Ihe back to opponent} vAJ 

Wild Haaf £© 


Special Move Attacks 

i*s RlilJ- | 

Fake Roll £Q 

Fake Spinning Heel GC<=Q Wild Throw ©OG 

Appeal: Wave <^X©v€>40 

F>te0M«*. QCKO 0*0 

Appeal' "Nnndeynnun 
{Why is that?)!" 

Hi&avefi Smash _Aw" 1 -—-■ StunriGf • 

££34040 







































